SECTION ONE INTRODUCTION 


EXPLANATION OF THIS MANUAL 


You have been supplied with the latest version of the SSL software, 
designated E series. This is a complete rewrite of the original system, 
extending and improving every aspect. If you have used the earlier system, 
you will have no trouble transferring, since the underlying structure and 


ideas are the same: but you will find that you can do many things you 
eouldn't before. 


The manual is a complete description: it includes a tutorial section, full 
explanations of the main system and all the options, and a reference section. 
This layout is designed to allow you first to become familiar with the 
system,then to find out all the features in detail, finally to be able to 
refresh your memory quickly. The manual therefore repeats much of the 


material and has become quite large: remember, you don't have to read it all 
to use the system. 


AFTER LOADING 


NOTE If you haven't already read the introduction, on the way this manual 
lays out the dialogue between you and the computer, it would be a good idea 
to do so before doing anything else. 


The program is now running and ready to accept commands. As already mentioned 
there will be a start-up message at the top of the screen. If your other 
disk was a REEL DISK, there will also be a sereenful of information about it: 
otherwise there will be a message to warn you that it isn't a REEL DISK. In 
either case, you next have to prepare the disk so that it becomes an empty 
REEL DISK. 


Warning If there is anything useful on the disk, you are about to lose it: 
use another one. 


The disk is called a Reel Disk simply because it is the disk associated with 
a reel of audio material; it has also gone through a process called 
LABELLING. All that this means is that the disk has had certain information 
written onto it before it is used. Some of this information is for the use 
of the system, to allow it to keep a record of where later information is to 
be kept. The rest is for the user's benefit, to provide a place for a 
record of things like the reel number. Collectively, this information is 
known as the LABEL, and you put it on the disk by typing © 


LABEL EX 
The computer will make a noise, its 'query' noise, and print 
Do you really mean this? 
Type Y (for Yes). 
As soon as you have done this, the information that has been put on the disk 
is displayed on the TV. You ean add to or change this later as you wish: 


for now, there is no need. 


The system is now fully running, and you ean begin to use it. 
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NOTES ON TIMED SEQUENCES 


eg The times do not have to be entered when the sequence is created, 


or all at once later: they ean be edited in as required with a 


REVISE SEQUENCE command. The times can be entered 'On-the~fly' by 
taking a sequence with all the names in, placing the cursor at the 
top of the TIME column, and pressing 


HERE DOWN 


at each transition time. The times can be nudged or 
edited later if necessary. 


2/ In this version, the system does not autolocate when you plav 
the sequence: it is necessary to do this first. The sequence 
may be played from any point; if the tape is later than the time 
of the sequence entry, the sequence will run through as fast as 
possible until it catches up. 


SPECIAL PRESETS 


Certain specially predefined presets are provided, because we are 
wonderfully helpful human beings. 


£B : Displayed in the list as BLACK. All faders are minimum. 
fA : Displayed as ABSOLUTE. When the sequence arrives at this preset, 
the sound changes to the absolute levels of the faders. This 


provides a smooth way to exit from the sequence to whatever is on 
- the faders. 
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FINISHING THE EDIT 


Type EX then END. This stores the corrected list on the disk. 


NOTES 


1/ 


2/ 


3/ 


You may edit the list irrespective of what else is going on, so 
if for example you can hear that an event is slightly wrongly 
timed, simply put the cursor in the correct place and nudge or 
rewrite the time, then wind back and listen until it is right. 


While the list is being edited, you can perfectly well create new 
events on-the-fly as well. However, if the cursor is in the 
BUTTONS column, any event buttons will simply change the entry in 
that column, instead. To prevent this, move the cursor into a 
different column... 


The various columns can be written to completely indepen dently: 
it is not necessary to write in the times at the same time as you 
write in the buttons, or vice-versa. If you write in the buttons 
first, then start filling in the times from the top, all the 
subsequent buttons are assumed to have the last time men tioned 
until you write something different. Any incomplete lines are 
disearded when you store the list on the disk. 


IF YOU LEAVE THE LIST TOO EARLY... 


Remember, the list is not stored permanently until you say so by typing END 
while editing. If you should stop editing prematurely, by typing the 
CANCEL key, for example, don't worry. The list is still in memory and will 
remain there until you give a command that replaces it. At any time before 
this, you can continue editing and store the list by typing 


NAME EVENT EX 


and then END . 


Commands that replace the events list are: 


Any command that changes the CURRENT TITLE. 
A LOAD or BEGIN command. 


> 


EDITING EXISTING LISTS 


As discussed on the previous page, the NAME EVENT command is used here,too. 
The eursor is moved in the same way, and the columns modified. 


- The BUTTONS making up an event can be changed by pressing the desired one 
with the cursor in the correct place. Note again that at this time the 
button did not create a complete 'on-the-fly' event as usual: this remains 
true as long as the cursor is in the buttons column. Once it is out of that 
column, you can create new events as normal, as well as editing old ones. 


The TIME of an event is changed by placing the cursor. The following keys 
ean then be used: 


The PLUS and MINUS keys are used to NUDGE the time one 
frame at a time. 


Any other description of TIME followed by EX can be 
used to replace the time with a completely new one. (There is a 
special section on TIME descriptions if you are eonfused by 
this). HERE produces the current time instantly, without the EX 
key being needed. 


A time followed by PLUS or MINUS then EX causes a nudge of that 
quantity. For example if you type :3+ EX , 3 seconds is added 
to the time. 


Notice that the events list is rearranged as the times of the individual 
entries are changed, so as always to keep it in order. 


DELETING & ADDING COMPLETE ENTRIES 


A complete line in the list can be removed by placing the cursor anywhere 
in the line and pressing the DELETE key. 


New lines can always be added to the end of the list by moving the cursor 
down. Extra lines ean be inserted by placing the cursor then pressing the 
JOIN key. This opens a blank line below the cursor line and puts the 
cursor in it: this ean then be written into as usual. As many lines as 


needed can be opened by pressing the JOIN key repeatedly: they will be 
discarded later if not used. 
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EDITING THE EVENT LIST 


The process of editing the event list has been referred to several times: 
it ean be used either to create a new list or to modify an existing one. 
The relevant command line is 


NAME EVENT EX 


which allows you to work on the event list that is currently in the ecom 
puter's memory, whether or not it has been stored on the disk. If there is 
nothing in the list, you are creating a new one. 


The command causes the event list to be displayed with a cursor mark at the 
most recently accessed event. As usual, the cursor is moved from line to 
line and column to column using the cursor keys: whichever column the 
eursor is in ean be modified. These modifications can be made to the 
different colums completely independently; for example, you could fill in 
all the comments first, then the buttons and finally the times, or any 
combination. Of course, only complete events with a button and a time will 
actually fire off when playing. 


CREATING A NEW LIST 


Place the cursor in the BUTTON column. Then, when any event button is 

pressed, the button number or name appears in that column. The cursor is 

not moved: you can therefore keep changing the button number by pressing 

new ones. 

Note No new event was caused by pressing the button: only the button 
pressing buttons does not create events. 


To enter the TIMES, move the cursor into the time column and write ina 
time in any of the usual formats (timecodes, cues ete). Until the time is 
complete, it can be rubbed out or deleted like any other command line. If 
the time description is too long for the time column, there may be a 
temporary mess on the screen as it is entered: this will be sorted out as 
soon as the time is completed. 


Note The HERE key is a special case while the cursor is in the time 
column: it notes the current time at once, without your having to 
type EX. 


= | 

Entry of the time is completed by using any cursor key or the EX key. If 

you use a cursor key, the cursor moves in the expected direction. If you use 
the EX key, the cursor does not move. Now, you may optionally write anything 
you wish in the COMMENT column, up to 15 characters per line. 


Finally, the list is stored on the disk by typing EX then END. It is not 
permanent until you do this. 


PLAYING EVENTS 


Whenever the EVENTS ENABLE switeh is on, recorded events are fired as soon 
as their timecode is reached and the tape is moving for ward. This is’ 
independent of whatever else the system is doing. Events are not fired 
when the tape is rewound, and if it is wound forward by more than 1 second, 
any events inbetween are skipped. 


If you don't want events at all, switeh off the ENABLE switch. 
If you want to override specifie events, for example if you want to set 
alternative times on-the-fly, hold down the EVENT OVERRIDE switch. As long 
as this is on, previously-recorded events are ignored, but new ones can be 
added. Note that these do not replace the old ones: if you want to remove 
them this will have to be done by editing the list. 
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CREATING EVENTS: ON-THE-FLY 


The most straightforward way of creating events is simply to press an event 
button (or several). Provided the EVENT ENABLE switeh is on, this is 
immediately recorded at whatever time is shown on the time display, and is 
inserted into the list in the correct place. If the list! is. being 
Gisplayed, it will be updated on the sereen as soon as the system has time. 
It doesn't matter whether or not the tape is moving, or whatever other jobs 
the system is doing (e.g. mixing). This method of recording events is 
known as ON-THE-FLY. 


It is important to note that the events list is initially only made in the 
eomputer's temporary memory, not directly onto the disk. When the list is 
at a stage at which you want to keep it, you should type the command line 


NAME EVENT EX 


This puts a cursor into the list ready for any editing changes you want to 
make. If there are none, simply press END and the list is transferred to 
the disk. The editing facilities are deseribed below. 


You can equally well type NAME EVENT before starting to mark the evnts: in 
this ease, the event display will be updated each time a button is pressed. 
The same is true if you have looked at the list by typing LIST EVENT but 
remember , you will not be able to keep the list on the disk unless you have 
gone to the NAME EVENT display first. 


NOTES on working on-the-fly 


aI: The event is always reeorded at the correct time, but if the 
system is busy, it may be a second or so before the new list is 
displayed. 

2 The system records once per frame. If you push several buttons at 
what seems like the same time, they may actually be at different 
frames; this is easy to edit afterwards - see the section on 
editing. 

3/ If the button has a preroll, this will be used by the system to 


adjust the time you press it. Therefore, the button should be 
used simply to mark the time the sound is to occur, not the time 
the device is to start. Optionally, the system may be configured 
not to subtract the preroll when you press the button: contact SSL. 
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THE EVENT LIST 


The event list is the store for recorded events. As each new title is 
named, it is supplied with an empty events list, which ean then be filled 
with events recorded either by pressing the BUTTONS, or by editing from the. 
KEYBOARD. 


A typical event list is printed opposite: this one occupies 2 screens. 
There are 4 columns: taking them from left to right they are: 


The EVENT number: this is simply a serial number. 
Remember, each event can consist of more than one button provided 
they are all at the same time. 


Any COMMENT or description you wish to give the event: 
there may be up to 15 characters per line. 


The BUTTONS that make up each event, one line per button. Notice 
that no event is ever split between pages: if there isn't room 
for a complete event it is moved onto the next page. 


The TIME of the event. 
DISPLAYING THE EVENT LIST 


The event list ean be displayed at any time by typing 


LIST EVENT EX 
or LIST EVENT nn EX 


If you add the number nn, the page with that event will be displayed: 
otherwise, the first page. To flip backwards and forwards through the 
pages, use the UP and DOWN cursor keys. 

NOTE 


The LIST EVENT command only displays the list; it does not allow it to be 
modified by editing. For this use the NAME EVENT command. 
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Setting the preroll 


The Preroll time is entered in the second column: it should be written as 
seeconds.frames with a maximum of 59.29 . Once a preroll is entered for a 
button, it will be applied to events entered both on-the-fly and offline. 
Therefore, events are always noted for the time the SOUND is to OCCUR. 


After you have finished editing the list, type EX then END to store 


the changes on the disk. This new version can become part of the 
label of future disks: use the ALTER command. 
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THE SETUP LIST 


The events system includes a special list, which appears once on each reel 


disk and is part of the label, called the SETUP LIST. This allows you to’ 


give the buttons the NAMES of the machines and functions they are connected 
to, so that the event list becomes easier to follow. It also allows you to 
specify PREROLL times, which tell the system to fire the relay ahead of the 
event time, so that the machine reaches its cue as the event is required. 


Accessing the Setup List 


You would normally only expect to access the setup list very occasionally, 
to customise it to your system. Onee this has been done, the list ean 
become part of the reel-disk label. To access the setup list, type 


EVENT SETUP EX 


This command both displays the list and prepares to edit it, with a cursor 
at the top. If you don't want to edit it, press CANCEL at any time. 
Looking at the list you will see that there are two columns against each 
button number: the first of these is for the NAME to be assigned to the 
button, the second for the PREROLL time. © 


Naming the buttons 


The eursor is initially in the name column of the list, which may now be 
edited just like a tracklist. Move the cursor up and down the column and 
write in names, which consist of any combination of up to 15 alphanumeric 
eharacters. 


Any alphanumeric key becomes part of the name/time. If there was an entry 
there already, it is replaced. 


The DELETE key removes entries without replacing them. Complete entries with 
the EX or the UP/DOWN arrow keys. 


The LEFT and RIGHT cursor keys allow you to move the cursor between the 
columns. 


Once a button has been named, that name appears in the event list instead 


of the button number. The name can be changed at any time and all lists 
will then show the new name. 
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SECTION TWO TUTORIAL 


This page left intentionally Blank 


Not entirely blank, admittedly, owing to it having 
a line on it, no two lines dammit three lines. 


This page left intentionally almost blank. Pretty 
much blank. Fairly blank. Progressively less blank. 
Hardly blank at all. Not blank. 


This page left intentionally self referential. 
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THE EVENTS CONTROLLER 


This optional subsystem of the SSL Studio Computer provides a means of 
storing timed events and recalling them as required. An event in this: 
system is simply the closure of one or more relays at a particular time; up 
to 32 such relays can be provided and any or all of these may be recorded 
and recalled simultaneously and repeatedly. Events may be recorded on-the- 
fly or by editing an events list or both; they may be played back either on 
their own or at the same time as a mix or preset sequence. 


Events are stored in a list; each list can contain up to 99 events. Every 
title has a separate events list. 


THE EVENTS CONTROL PANEL 


The events control panel is illustrated opposite. The panel is usually 
built into the same metalwork as various machine remotes, and so the actual 
layout of panels supplied can vary slightly: however the central part 
remains the same. This consists of 16 or 32 event control switches, referred 
to as BUTTONS, and 2 master switches: EVENT ENABLE and EVENT OVERRIDE. 


The BUTTONS are connected to the event eontroller's micro 
eomputer, not directly to the machines to be controlled. 
Normally, though, they behave exactly like ordinary remotes. 
They contain tally lights that may be connected back to the 
machines as appropriate. 


When the ENABLE switch is off (unlit), the controller functions 
purely as a set of remotes for whatever machines are connected to 
it. When the ENABLE switch is on, the button-pushes are recorded 
in the current EVENT LIST. 


The OVERRIDE switch is used when you wish to ignore previously 
recorded events, but still want to record new ones. 


These switches provide the extra controls that the events system needs: all 
the remaining commands are given using the normal key board, which has one 
extra command key, EVENT , added for this system. 
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This page left intentionally blank 
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SECTION EIGHT CUSTOMISING 


How to set up the program to suit your system 


The SSL program has a large number of options which allow it to suit a wide 
variety of situations. Usually the program will be delivered with the main 


setting-up already done, but you may still wish to fine-tune some of the- 


details, or simply to cheek the configuration. 


Almost all the setting-up is done using a MENU, which is simply a series of 
pages of information set up so that you can choose options or change details. 
Call up the MENU by typing 


SETUP EX 


and the first page appears. This tells you the program revision number and 
which options are installed. You cannot alter this page. 


If you want to see any more details, answer Y and the second page is 
displayed. This page is an index into the rest of the menu: choose further 
pages by pressing the appropriate single letter. If you already know the 
eorrect letter for a given page, you may type that instead of Y and skip 
straight to it from the start. 


Editing a page 


The remaining pages can be edited using the cursor. To enter new information 
into any line, move the cursor onto that line using the UP or DOWN arrow 
keys, then write in the new value followed by EX or UP/DOWN. 


The format of the value is usually quite clear: 


Times are in SECONDS.FRAMES (15.12 or .8) 
YES/NO alternatives only require the first letter (Y or N): 
so do other alphabetic choices such as FEET/TIME (F or T) 


If you enter something unacceptable, there will be a warning noise and the 
original value will be restored. ' 


After making changes, in order to guarantee that everything has been 
transferred to the disk and any setting-up has been done, press END 
repeatedly until the program leaves the menu completely. 


INDIVIDUAL PAGES 


Console Page 


The number of modules is used to control the display of fader levels during 
mixing: the system will leave nonexistent modules blank. It is also used for: 
a number of internal functions: if it is set too few, the remaining faders 


will not work; if too many, mixes will be unnecessarily large and fill up the 
disk more quickly. 


Fader Level Display 

The bargraph display of the fader levels, which appears during mixing, can be 
modified to suit individual consoles. Firstly, the number of bars displayed 
depends on the specification of the number of modules. 

The legend appearing under the bars can also be modified. Normally, it 


simply numbers the odd faders, in order starting from 1. 


Modifications are 
made using the MOD command. 


1/ Faders to be labelled A-H 
Patch program DF 
Location 1E 
Normally 0. To label the first 8 faders A-H, make it 2. To label the 
last 8, make it 1. 
2/ To number two rows of matching faders 
Pateh program DF 
Location 1E 


Normally 0, make it 3 
Diagnostic messages are normally only switched on at our request. 


Note: Diagnostic messages may be useful if there is a problem. 
When diagnosties are on, the problem's location and the 
registers are displayed and can be relayed to Stonesfield. 
This has been a public service message. Thankyou. 
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'This Session’ page 


This is the main page for things that may need changing reasonably often. 
Most of the entries are self-explanatory. We would normally supply the 
program with 


No insults These are genuine insults: if you - 
don't like them, don't use them. 


Autotakeover Standard See MIXING. This option allows you 
to control the sequence of statuses 
during update of mix. Some people prefer 
auto-takeover, some people prefer to be 
able to punch into ABSOLUTE with a 
single button at any time. 


Bargraphs Standard This controls whether bargraphs will be 
displayed automatically at the start of 
each mix. (They can be switched on/off at 
any time during mixing) 


If time is displayed as HMSF you get the option of having frames 
displayed (normally yes). If time is displayed as feet/frames, you can 
set the size of the counter: default is rollover at 10000 feet. 


Program 'OS! 
Loeation 4 


If you ehange time display type, leave this page then return to it to 
reformat if for the appropriate choices. 


DROP INS 


Drop-out sequences 
Different tapemachines are dropped-out of record in different ways. 


These are currently 5 sequences available. Please give details of any 
more known and the relevant machines. 


1/ PLAY 

2/ RECORD+STOP 
3/ RECORD+PLAY 
4/ PLAY+STOP 

o/ EDIT 


These can be added to or modified in the field: call us. 


Cycling Drop-ins 


It is now possible to ecycle repeatedly over a MDrop-in. Normally, for 
safety’s sake, the tapemachine RECORD is only activated on the first pass: 
subsequently, you merely hear what was done. The distance the tape plays 
after dropping out before re-locating is also adjustable in the Session page. 
If you want the complete drop-in to be repeated when cycling (for example if 
looping dialogue), this can be done by setting 'Record drop-ins each time’ in 
the session Menu to YES. 
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Printer page 
This page is only available if you have a printer ... 


The printer types are: 1 Centronics Microprinter 
2 IDS 445 Paper Tiger 
3 IDS 480 Microprism 


The interface types are: 1 CA Centronics Picoprocessor 
2 SSL Printer Interface 
3 CA RS232 Serial Picoprocessor 


If you are not sure which type you have, consult SSL. Briefly, the 
Microprinter prints on aluminised paper, the IDS prints on plain paper. The 
IDS 445 is upright and has toggle switches at the top. The IDS 480 is flat 
and has push switches on the front. 


The CA picoprocessors are small grey boxes in the cable to the printer: the 
type of interface is printed on the box. The SSL interface is simply a ecard 
in the computer rack, with a plain cable to the printer. 


Auto linefeed is normally set NO. 


All listings may have graphic boxes around them. This makes the listings 
look very neat, but does slow down the printer substantially. Programs are 
normally supplied with this feature set NO. 


TAPEMACHINE PAGES 


These pages are the most complex, since there are a large number of different 
tapemachines and applications. To make things easier, each program has a 
library of details of different machines, so that customising can usually 
be done simply by choosing the machine. 


Under normal circumstances, you shouldn't need to alter anything else at all. 

However, in case you need it, this section explains how to fill in and vary 

the tapemachine details, and also how to fine-tune the autolocate if 

necessary. If you encounter a new tapemachine, we would be pleased to have the 
details so that it can be added to the library. 

Choice page 


This page provides a short list of letters to type in order to choose other, 
alterable pages. There are 3 of these: 


1. General Details 
This page is actually on the same screen as the choice page. Choose it by 
typing TD. It contains information that is not related to a particular 


tapemachine and synchroniser information. 


Number of tape tracks controls how many entries you have in the track list. 
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SYNCHRONISER 


In order to make life with the synechroniser more handy if you do not have an 
SSL controller, some features have been added. 


1/ Wait time. Whenever you give a play command, the machine will locate 
and then wait for this period before starting to play. If you are. 
mixing and give a GOTO command, you can setup statuses as normal while 
the system is waiting for the synchroniser. 


2/ ALL PARK SENSE If you connect the ALL PARK line from the synchroniser 
to bit O of the AUX INPUT port on the Analogue Input card, it will 
override the wait time, which should then be set as a maximum backstop. 


3/ PLAY TO PARK Optionally, the autolocate may terminate with a short 
play, to read code and improve parking accuracy at the expense of speed 
of autolocate. If this option is in use, a machine will usually park 
eonsistently within a frame. This helps the synchroniser lock-up more 
quickly. 


Disks are normally supplied with this option OFF. 


The play to park roll time (normally 2 seconds) can also be altered, 
though this should not normally be necessary. 


Finally, for added refinement a value is incorporated -to specify how far 
the tape moves even after it is too slow to read. This is machine- 
dependent... please gather data if you can. 


Program SB 


Location 194: value in frames. 


DHWitesy acre 


i 


producer: 
engineer: 


eq: 
nmr. 
speed: 
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G REAPER 
FRED PREBBLE 
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2. Current Machine Detail 


Type M. 


Some of the entries on the page are straightforward, some need more 


description. 
Autoloeate Type 


Decision interval 


Direction Sense 
Pulses/see 


Target Window 


Drop Out Sequence 


Rehearse Holdoff 


Time To Get Moving 


Time To Stop 


Pessimism Factor 


May be 1,2 or 3. These are described below. 


If used in autoloecate. It's the time between 
decisions whether to toggle the controls. The 
shorter, the more precise: but the measurements 
of speed and braking becomes less accurate. We 
supply compromise ... 


What you see when going FWD. STUDER A80 is LOW. 
At 15 ips or normal speed for video machines. 


The allowable area for an autolocate to terminate. 
Depends on: 


This number is used to choose from a list of 
possibilities. See below. 


The time in units of 8 MSee between RECORD being 
pressed and its effect. This allows Drop-in 
rehearsals to mimic the reality. 


Maximum time before machine guarantees to generate 
idler pulses. If set too short, computer gives up 
before machine gets going: if too long, the 
computer will wait around sluggishly if the 
tapemachine isn't responding. 


Maximum time to wait after last pulse to be sure 
machine has really stopped. The shorter, the 


slicker on cycles and playing: too short and it 
oscillates. 


See Autolocate type 1. 
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Changing Tapemachines 


From the main tapemachine page, type O. This gives you a page of all the 
machines so far defined, plus empty slots. To select a machine, place the 
eursor on it and type EX: you then get the page with its details which you. 
may accept of modify. 


To specify a new machine, choose an empty slot and type in the name, then 
EX . The details of the last current machine come up: modify them 
appropriately: then press END . If there are no empty slots, you can replace 
an existing machine by typing DELETE ,then typing in a new name. 


AUTOLOCATE TYPES 


There are currently 3 types: 


1/ Intelligent autolocate: learns machine braking characteristics and 
improves it performance. To fine tune it, use PESSIMISM FACTOR in menu. 
This parameter controls how early the machine starts slowing down. Range 
is 0-16: the higher, the more gloomy. Too high values result in 
sluggish location. Too low values result in consistent overshoot. 


This autoloecate is used for most audio machines. 


2/ Slightly retarded autolocate. This is used for machines such as the 
Studer A800 which are microprocessor controlled and do not behave as 
elassiecal mechanical systems, but are predictable. 


The control details are currently NOT in the menu and must be accessed 
by PATCHING with the MODify command. (see separate section if you don't 
know how to do this). They are found in program 5B. 


The braking values used in the calculations are predefined constants. 
They are: 


Location 1A3 Value for small reels FORWARD 
1A4 Value for large reels FORWARD 
1A5 Value for small reels BACKWARD 
1A6 Value for large reels BACKWARD 


These funetion much like pessimism: but in this ease, the SMALLER they 
are, the more pessimistic. Again, the tradeoff is between sluggishness 
and overshoot. Typical values are 3 for large reels, 4 for smal] ones. 
If the machine consistently overshoots, try reducing the appropriate 
values slightly. 


3/ 


a/ 


b/ 


Totally dumb autoloecate. This. is used for video machines that stop 
almost instantly. Intelligent autolocates tend to become confused and 
depressed, and cause jerky movements on the machine. There are 3 special 
eonstants associated with this autolocate: at the moment these must be 
PATCHED using the MOD command. 


BRAKING VALUES forward and backward. These are used to calculate when 
to put the brakes on. The larger the numbers, the later the brakes are 
applied. ‘So, if the machine consistently undershoots and takes more 
than one try to get to the target, increase the value for the 
appropriate direction. If it consistently overshoots, reduce it. Typical 
values are around hexadecimal 200. 


Maximum stopping distance in frames. This is a value intended to be a 
little greater than the longest possible braking distance of the 
machine, in either direction. It has been set to be about 5 seconds 
(150 frames). Most video machines stop within 2 or 3: if yours requires 
more than 5, you may experience overshoot and this number should be 
increased. The value is in FRAMES. 


The values are found in program SB 


Location 1AC Forwards braking 
1AD Backwards braking 
1AA Longest braking distance in frames 


Note: 


These values would not normally be expected to be changed. They will be 
added to the menu when time allows; meanwhile, remember that when 
patching programs all values are displayed and entered in HEXADECIMAL 
notation. If this doesn't mean anything to you, don't do it. Ring us up 
and we will help. Sorry about this lapse in ergonomics. 


SECTION EIGHT CUSTOMISING 


USE OF THE-'MODIFY' PROGRAM _ 


Note System programs are altered using this facility, and so this program 
should be used solely by persons who know what they are doing, or by 
the kind of people who do not mind inconveniencing themselves to a 
degree that borders on catastrophe. In view of this, it is of 
paramount importance that at least one backup copy of the program 
disk is taken to be kept as reserve in the event of accident. 


The program has the basie patching facility together with a means of 
analysing what has been done to the program disk. This is called the Patch 
History of the program disk. 


MOD EX gives access to this program. You have the option then of performing 
or viewing file modifications. 


If you type P, you enter into dialogue with the computer. A sample discourse 
follow, where computer output is in lowercase and your response is in 
capitals; 


Which program? OS 

Loeation? 2 

Location 0002 contains 0019 Change? 1E 
Location 0002 was 0019 now” OO1E 
Location 


If you do not wish to change a location after typing it, simply press EX or N 
without a number. 


If you realise you are making a mistake, press the *key, in which case you are 
asked for a new number. 


Before the EX key, you may use + or -. In this case, the next or previous 
location is automatically presented for change. 


Pressing comma (, ) repeatedly permits the inspection of sequential locations 
without having to change anything. 


Before terminating file modiciations, please ensure that what you have input 
is correct. 


The END key (no EX ) transfers the revised version to the disk as a 
permanent change and prompts the user to input the Standard SSL patch Number. 
If you have been supplied with a patch number, type it then EX , else simply 
type EX. 


You will then be asked whether you wish to modify another program. By typing 
N you will be returned to the options page. 


Pateh History © 


If you now type H, you will see before you a list of Standard SSL Patches 
performed to disk and the programs which have been modified. 


Looking in your notes, you may see what improvements are afforded by these 
particular patches. For example, say Patch NO. 32 was shown on your list, 
it may refer to a patch which gives enhanced Umatie autolocate slickness. 


The other section of Patch History allows you to see the changes made to 
programs, by typing the program name. 


Earlier, we modified program OS, so by typing in OS, we see something like: 


Program: OS 
location was now 
0002 0019 OO1LE 


This listing provides you with a double check on whether you have made any 
mistakes and a permanent record of program modifications. 


We strongly recommend that you view the patch history before using the 
modified program. For a large number of alterations, use the UP and DOWN 
cursor keys to see all the changes. 


To leave the program completely, type END until you are returned to command 
input line. 


Now, if you have made any changes, reload the program from scratch. 


G-T2 


SECTION NINE DIAGNOSTICS 


The following section describes the various diagnostic routines available to 
you to assist in fault finding the SSL Computer system. 


The majority of diagnostic tests are included on the program diskette and can 
be ealled at any time during normal operation of the computer to assist in 
tracking down a problem. After using certain of the tests it is nescessary to 
reload the program but in most cases you can leave the diagnostie tests and - 
return to the normal operation of the computer without any further action. 


A separate diagnostic diskette is also provided which includes diagnostie 
routines for the Computer Automation hardware and disk drives. 


If you experience any difficulties in using the tests please contact the SSL 
Service Manager or you local service agent for help and advice. 


USING THE DIAGNOSTIC TEST DISK 


This disk provides diagnostie tests for the CA hardware and Disk drives. 
Starting up 
The disk. is-.loaded instead of a normal program’: disk. 
At the bottom of the sereen appears 
the message: 
DLD4 (A2) MMDDYY 3790-3F78 3790 

To see a menu of the different tests type V EX 

NOTE that there must be no spaces, and that any errors can't be rubbed out. 


If you make an error, press the CANCEL key, ignore any messages, and try 
again. 


The tests on the disk include Memory, Disk Drive and certain program 
utilities. 


The diagnostic program must be reloaded each time a different test is 
required. 


Detailed instructions on how to use the individual tests are on the following 
pages. 
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To Test Memory 
1. Autoload Diagnosties Disc. 
2. TV will display "DLD4 (A4) MMDDYY 2790-2F78 


Since the diagnostic programme itself needs to reside in memory, not 
all the memory can be tested at once. 


3. To test the first half of memory type MEMLO Execute. 


4. TV will display "MOS MEMORY DIAGNOSTIC REV AO9 
3926-01 LSI-4" 


FULL REPORT (Y/N)? 
Dis Type N 
6. TV will display RANGE (XXXX,YYYY)? 
7. Type 0, 2FFF EX 
8. TV will display BANKED (Y/N)? 
9.. Type N EX 
10. Test will proceed 


TV will report number of completed passes and any errors. Lack of error 
indicates good memory. 


Test may be left running to check for intermittent faults. 

11. When test has run to your satisfaction 

Reload dise. 

Repeat as steps 

2 to 10 but on step 3 type MEMHI EX. 
12. Type N 
13. TV will display RANGE (XXXX,YYYY)? 

2000, 
14. Type #, xFFF According to memory size 64Kbytes = 7FFF 
128Kbytes = FFFF 

15. TV will display BANKED (Y/N)? 
16. Type N EX 


17.  Diagnostie will now test the second half of memory,and report the 
errors as in 10. 


To Test Floppy Dise Drives 


dl 


Autoload Diagnosties Dise 
TV will display "DLD4 (A4) MMDDYY 2790-2F78" 
Type FIOPPY EX 


REMOVE PROGRAM DISK FROM DRIVE AND REPLACE WITH A NEW 
UNUSED DISK. PRESS WRITE PROTECT if fitted. (P47 TABS ov) 


TV will display FORM/DIAG? 
Type D 
TV will display TSTS= 


Type A,B,C,D,EFEX 


> y/ 
TV will display UNITS= Ouck i “Ten ae \ 
eae: i. 3 ; 
Ee ae FOR Bord pRives Type © 
Fee ee nee hi -, 


TV will display CYLS 

Type EX or now type # This goes straight to 21. 

TV will display OPR? 

Type EX 

TV will display INTS? 

Type EX 

TV will display PATN= 

Type EX 

TV will display DEV AD= 

Type EX 

TV will display SENS REG? 

Type EX 

TV will display test in progress, and give read-out of any faults 
after they occur. Faults may be of two types, soft, meaning that 
a temporary error occurred that was subsequently corrected by the 


units built in checking system and hard errors which were 
permanent faults. | 


To / est the secénd d ae drivé use be Sales oy reverse switéh or thumbwhegls to 
reverse/ the drives a carry out the above a Nau n the second dpive. 
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. DISK FORMATTING 


A disk format test is included in the Floppy Disk diagnostics. This cheeks the 
format on NEW DISKETTES . This test is in fact duplicated by the Disk Test 
program on the E Series program disk but can be used instead if desired. 


To use follow the Floppy disk test instructions but with the following ~ 


ehanges: 
8. Type N EX 


12. Type 1,76 EX 
At the end of the test a reading of zero hard and zero soft errors should be 


seen. Any errors would suggest either a faulty diskette which can be checked 
by running the test with a different new disk or a drive misalignment. 


A disk formatting program is also included as part of the Floppy Disk 
diagnostic. 
It is not normally nescessary to format disks but disks which fail the disk 
test or format test may be re-formatted and retested to determine if they are 
usable. 
Follow floppy disk drive test as before until question 5, ie: 

TV will display Form/Diag? 

Type F 


Repeat EX to end program 


SECTION TWO TUTORIAL 


_. BEGINNING TO USE COMMAND LINES 


At this stage, the screen is showing the display on the opposite page. The 
display consists of 3 areas, called BOXES: the COMMAND BOX, the STATUS BOX 
and the LIST BOX. 


The COMMAND box is the area in which command lines may be seen 
as you type them in, and in which the machine's responses and 
queries are most often printed. 


The STATUS box contains various pieces of information about what 
the system is currently doing (such as LOCATING). 


The LIST box contains lists of the names of mixes and suchlike. 


Notice that the command box contains an asterisk (*) at the bottom left: 
this means that the system is waiting for a command line. Press a few 
command keys: the words engraved on the keys appear in the command box as a 
line. Then press the CANCEL key at the top right: the line vanishes. 


The list box at the moment contains the basie information about the reel 
disk. Assuming that you are the engineer, put your name into this list by 
typing: 


—, EN_FRED PREBBLE EX 
(Note the compulsory space after EN...) 


Your name goes into the list in the correct place. You have now entered a 
COMMAND LINE: a sequence of keys followed by an EX key. EN are the first 
two letters of ENgineer: you could have typed more, but there must always be 
at least 2. The space tells the computer that you have finished that word 
and are going to start the name. And the EX key tells it that the command 
line is finished, and it is time to respond to it. If you want, enter some 
more information: the format is always the same: at least two letters of the 
type of information; a space; the information and the EX key. 


If you make any mistakes while typing a command line, you can rub them out 
by pressing the RUBOUT key for each key you want to remove. Or, you can 
delete the whole line so far by pressing the DELETE key. You ean also 
eancel a command line, or anything else the computer is doing, by pressing 
the CANCEL key. But be careful with that key: the computer can often be 
doing several things at onee, and the CANCEL key will stop all of them. 
That is hardly what you want, if you are in the middle of making a mix and 
simply want to rub out a command line. 


Dail 


MEY a2awe- - 


SSL DISK TEST 


E program disks from V48 onwards include a simple utility to check disks and 
align disk drives (a special alignment diskette is required). 


The utility is run by typing 

DT EX (where DT means DiskTest). 
The program introduces itself by printing 

Check Disk (C) or Align drive (A)? 


Type C or A to choose. At this time you can also type END to leave the 
program. 
(The eheck disk utility is offered automatically when a disk is LABELLED). 


CHECKING DISKS 


If you type C, the program will next ask whether to check the Program or Reel 
disk. Type P or R and the test will begin. 


The test is very simple: each track of the disk is read and any errors are 
reported. This test is NONDESTRUCTIVE: you can freely test disks. which have 
information that you want to keep. If there are any errors, the program 
tries again a number of times: most errors are then recoverable and errors 
are not usually reported at all. However, since this is a test, we have 
chosen to make it more stringent. 


If the disk passes, it may be regarded as fit for use. If there are any 
errors, whether recoverable or not, it would be wise not to use the disk as it 
stands. 


However, a disk that fails the test may still be usable. The first thing to 
do is to examine it for signs of damage: the data side is the side AWAY from 
the label. If there are any marks or scratching, the disk should be THROWN 
AWAY. 


If the disk looks alright, the next step should be to reformat the disk using 
the Diagnostic/Formatter program described separately. (This program is on 
the Diagnostic disk). 


N.B: Reformating should only be used on UNUSED diskettes that have failed 
the disk test. It is not possible to use reformatting as a disk 
recovery utility for corrupted reel disks. SSL are working on disk 
recovery utilities and will keep you informed. ( At present COPY 
ALL is the only way of recovering some of the data from a corrupted 
reel disk.) 


When this has been done, the disk test should be run again. If it is now 
alright, the likelihood is that the fault was not with the disk but with the 
data that was on it at that time. It should now be safe to use the disk. 


If the disk still fails the test, it should be THROWN AWAY. 
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* ALIGNING DISK DRIVES 


This is just a preliminary note. The details of how to align disk drives are 
given in the Computer Service Manual. This section tells you how to use the 
program. 


First, select the Program or Reel disk as before. You are now asked which 
track or tracks to use. 


If you enter a single number followed by EX the head will step to that track 
and will stay there reading continuously. 


If you enter 2 numbers separated by a comma (e.g. 0,10 EX), the head will 
read them alternately. 


While a track is being read, status information is printed. In this program, 
the status word is printed in binary notation. Observe that bit 0 is on the 
right, bit 15 on the left. 


NOTE If you are using an alignment disk, it does not have the normal track 
information on it: therefore the controller will report a continuous error. 
This can be ignored. 


OLY sauir asee-— 


INFORMATION PRINTED BY THE DISK TEST 


(This is only needed for detailed testing) 


The disk test prints certain information when it finds an error: 


i 


TRACK and SECTOR numbers. 


The information on the disk is on 77 concentrie TRACKS, numbered 
0-76 where track 0 is at the outside. 


Each track is divided into 26 PHYSICAL SECTORS, each containing 
128 bytes. 


LOGICAL SECTOR 


The SSL system reads and writes information to the disk in chunks of 256 
words (512 bytes). These chunks are known as LOGICAL SECTORS and are 
equivalent to 4 physical sectors. The test prints the logical sector 
number in Hexadecimal notation, in the same form in which it is seen in 
PLD listings (qv). This can be of help in correlating an error with a 
filenumber in attempts to rescue a damaged program or reeldisk. 


STATUS 


The floppy disk controller reports certain details of errors. This is 
the STATUS and is printed in hexadecimal. The status may be interpreted 
using the table on the next page. To assist in this, here are the hex 
equivalents of each bit: 


0 i 
Hf 2 
2 4 
3 8 
4 10 
5 20 
6 40 
7 80 
8 100 
9 200 
10 400 
11 800 
12 1000 
13 2000 
14 4000 
15 8000 


Example: status is 580. This is equivalent to 400+100+80, or bits 10,8 and 7. 
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FLOPPY DISC CONTROLLER STATUS WORD 
Fig. Command I/O Block Word 9, Status Word Format 


16 14.19 32 Ti ‘10. 29 8° 6°58 4.3 23. 2°90 


DIAGNOSTICS 


Unit not ready 
DMA rate error 
End-of-cylinder 
Write protect error 
No ID compare 

ID CRC error 

Data CRC error 
Syne error 
Non-deleted data 
Deleted data 
Operation complete 
On cylinder 00 
538818 controller 
Double density 
Unit write protect 


Bit 2 End-of-cylinder bit is set (=1) when the end of a eylinder is reache d 
and the number of words processed does not equal the word count. 


Bit 3 Write Error Protect bit is set (=1) when an attempt is made to write 


a write protected unit. 


Bit 4 No ID Compare bit is set (=1) when no match is made between the track 
number specified in the control block and the number read from the first ID 


field detected on the track. 


Bit 5 ID CRC Error bit is set (=1) when CRC error indicates that the ID 


field has an error and is not valid. 


Bit 6 Data CRC Error bit is set (=1) when a CRC error indicates that the 


data field has a parity error and is therefore not valid. 


Bit 7 Syne Error. If the syne error bit is set (=1) and bit 4 is also set, 
an ID address byte could not be found within one full revolution of the 
dise. If the syne error bit is set and bit 4 is not set, a data address byte 


eould not be found following a valid ID comparison. 


Bit 8 Non-deleted Data bit is set (=1) when the non-deleted data mark is 
encountered in a read operation. Setting the bit does not cause an error. 


Bit 9 Deleted Data bit is set (=1) when the deleted data mark is 
encountered in a read operation. Setting the bit does not cause an error. 


Bit 10 Operation Complete bit is set (=1) when the operation specified by 
the Command I/O Block is completed. 


Bit 11 On Cylinder 00 is set (=1) when the selected drive head is on 
eylinder 00. The bit is not valid on power-up. 


Bit 13 53818 Controller is set (=1) in the One-Megabyte (53818) Controller 
status word. The bit is 0 in the One-Quarter Megabyte (53696) Controller 
status word. 


Bit 14 Double Density is set (=1) when a double density dise is inserted in 
the selected unit associated with the 53818 controller. This bit is not used 
by the 53696 Controller. 


Bit 15 Selected Unit Write Protected bit is set (=1) when the selected unit 
is in a write protected condition. , 


TCIMAN .09 a 12.4.84 


SECTION NINE DIAGNOSTICS 


E-SERIES DIAGNOSTIC TESTS | 

From V54 programs onwards a series of Diagnostic tests are available on the 
program disk itself. These tests are for the various SSL interface boards and 
system options. 

To access these tests type !TES EX 

A menu of the tests available will appear on the VDU and each individual test 
ean be accessed by a single letter key stroke shown on the menu beside each 


test. 


Most of the tests also contain a menu to select different funtions or parts 
of the individual tests also a brief explanation of the operation the test. 


To leave a particular test and return to a menu type END. To leave the 
Test program altogether type END. 


Please Note CANCEL will not allow you to exit from the test program. 


A detailed explanation of the individual tests follows. 


Keyboard Test 

This tests the Keyboard interrupt logic and the Keyboard code generated. 
Type K to enter the keyboard tests. 

Type I to test key interrupt alone. 


A white blob will appear on the screen which should flash each time a key is 
pressed and the keyboard bleeper should sound. 


Type C to test keycode generated. 
On pressing a key the VDU will display the hexadecimal code corresponding to 
that key and the name associated with the keycode. This should correspond 


with what is engraved on the Key cap. 


Return to the Tests menu is automatic after no key has been pressed for 10 
seconds. 


VDU Test 

This consists of two tests. 

Type V to access VDU test menu. 

Typing P initiates writing to every location on the screen sequentialy , line 
by line. A repeating pattern of a dot followed by a blank should eventually 
fill the sereen. This checks that the VDU adress logie is funtioning. END 
will return you to the VDU menu. 

Typing C displays the complete character set used to produce the SSL screen 


displays on the VDU. Any faults in VDU character generator ROM should be 
detected with this test. 


TCIMAN .09 9-12 12.4.84 


SECTION NINE DIAGNOSTICS 


Printer Test 


Type P to start the printer test. If your printer is setup correctly in the 
Printer page of the Setup menu and On Line it will start printing a test 
program which includes: 


drawing a box using printer graphics 
printing sequential characters 
tabbing test 

and on the VDU screen Testing will appear. 


When the test has been concluded, you can repeat it or simply return to the 
main menu. 


If there is a fault the test will tell you either that the program is not 
eonfigured properly for the printer and interface type (see printer page of 
the setup menu) or a printer status fault - i.e. whether it is plugged in, 
properly connected to interface or if there is any paper in the printer. 


Fader Input Test 


This tests the analogue to digital conversion process for the VCA fader DC 
voltage levels. 


Type F to enter fader test menu. It will immediately inform you if the 
analogue input board is not working. 


Type B to get a Bargraph type display of the DC fader levels arriving at the 
computer. This display is similar to the bargraph display of fader levels 
when you are mixing with the computer. Moving a fader on the console should 
eause the appropiate bar on the screen display to move. 


Type EX to look at the digital values of the fader levels. The values are 
expressed to their full 10 bit accuracy, 0-1024 for fader levels and 2047 for 
a cut. The purpose of this test is to detect any instability in fader levels 
eaused by noise or by other factors. The fader levels can be expected to 
show a one bit jitter caused by the analogue to digital conversion process 
but normally no more than this. A threshold is set, normally 2, and any 
fader level which is changing by more than 2 units when the fader is not 
being moved will cause a white blob to flash on the sereen next to that 
faders value. 


Typing . FT . allows you to. ehange the thresh oid. (vaive. 
Typing P allows you to freeze the display, typing P again restarts it. 


Typing C changes the display to show how many times a fader has exceeded its 
threshold value since the test was started. This ean be used to trace 
intermittant faults by leaving the test running for a period of time. Typing 
C again returns you to normal display. 


As usual END returns you to the menus. 


Analogue Output Test 
Type A to access the menu for Analogue output tests. 


These tests are for the digital to analogue conversion process and tests that 
the computer is controlling the channel VCA's correctly. 


The computer will generate a slow ramp followed by a cut for first, odd 
numbered channels, and then even numbered channels. 


By switching "VCA's to Meters" on the console the VCA levels can be observed. 
Check that the channel thumbwheel switches are set to 0 or'l'. To check the 
VCA subgroups, switch anodd numbered channel to the odd numbered groups and 
an even numbered channel to the even numbered groups. The ramp ona channel 
switehed to a subgroup will be at a faster rate compared to a channel not on 
a subgroup. 


Pressing a channel status button causes a fast ramp to be generated on that 
channel alone at a rate controlled by the console master fader. This allows 
faults to be investigated with an oscilloscope. 


Typing A returns to the normal ramp test. 
Typing END returns you to the main test menu. 
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Tape Controller Test 
Type T to access the test menu. 


Two tests are provided to check the interfacing between the tape machine and 
the computer. 


Type P to look at Tach pulses and direction sense. With the tape machine in 
play the frequency of the tach pulse will be displayed and the tape direction 
will be shown. Rewinding the tape machine should produce an opposite 
direction indication and an increasing tach frequency as the tape speeds up. 


Type R to check the relays used to control the tape machine transport 
functions. 


The relays which are driven from the computer data bus are: 


STOP 

PLAY 

RECORD 

FAST FORWARD 
REWIND 

EDIT/DROP OUT 
DROP IN REHEARSE 
SPARE 


ANJAou Ph wnro 
BLS Ger ues “ee ae “8 


The QWERT keys on the keyboard will produce a momentary closure on the 5 
basic tape remote functions i.e. Q-Rewind, W-fast forward, E- Stop ete. 


Alternatively, typing the number of the relay will produce repeated closures 
of that relay. 


N.B. Certain tape machines may not appreciate this test and care should be 
exercised to avoid damage to valuable tapes. 


Relay 6 can be checked by putting the console in a Record State, Record 
Enable Off, and a channel into Record Ready. Typing 6 should cause the 
record lamp to go to full brightness. 


SMPTE Generation Test 
Type S to select test. 


This test produces 3 different output signals from the time code generator at 
a rate set by the Session Menu ie 25 or 30 frames/second. 


A: Alternate 0's and 1's (i.e. a square wave!) 
B: Syne words only. 
C: 1 timecode value repeatedly. 


END cancels the selection and allows you to choose a different signal. 
Typing END again returns you to the main menu. 


THE SYSTEM AND THE TAPE MACHINE 


At this time, you should place a tape on the machine. It is best if this 


tape has a timecode track. If the tape has no timecode, the system wiil | 


still work, but it will depend on the accuracy of the tapemachine's idler: 
and they always slip to some extent. If at all possible, get a timecode 
track: the rest of this section will assume there is one. 


Look at the top right-hand corner of the TV: you will see a timecounter. 
Since we have just started the system, it shows 0:00.00. That is, zero 
minutes, zero seconds and zero frames. Now start the tape; the word SMPTE 
will appear under the counter, and the counter itself will jump to whatever 
timecode the system has read. As long as the SMPTE marker is present, the 
system is reading code: if it flashes, the code is dropping out. However, 
this is not at all catastrophic, since the computer will fill in missing 
timecodes within a quarter of a frame (8 msec) and will then proceed as 
normal. Try fast winding the tape: the SMPTE marker soon disappears, but 
the counter keeps on as before. 


Now we ean use the computer to do some autolocating. Check that the TAPE 
ENABLE switch at the top of the keyboard is ON: it allows the computer to 
control the tapemachine. At a point on the tape that you want to find 
again, type this command line: 

HERE EX 
Now wind the tape somewhere else, then type: 


GOTO EX 


The tapemachine will now start winding. In the eommand box, the message 
appears 


Going to 12:34.15 
In the status box, the message LOCATING appears, and the tape rolls to the 
point you marked, and parks a second or two before it to allow arunup. (The 
exact point depends on what has been set into your particular system). Wind 
somewhere else again, only this time type: 

PLAY EX 

Playing from 12:34.15 to ? 


When the machine reaches the target, it immediately starts playing, and the 
message PLAYING appears in the status box. 


Lights and Switches Test 
Type L to access test. 


This test cheeks that the fader status LED's and switches are functioning 
eorrectly and that the channel number adressing is correct. 


All Trim and Abs leds should flash alternatively at approximately 2Hz. 


Pressing any channel's status button will turn on both status LED's and the 
channel cut lamp. Typing L will return you to the flashing LED display. 


Type END to leave the test. 


Total Reeall Test 

To select this test, type R 

Three different tests are included. 

The first, chosen by typing C, allows you to use the SSL keyboard to type 

characters into the RM computer's keyboard port. CANCEL resets the RM and 

LIST will switch the RGB monitor between the SSL display and TR display. 

NOTE: Test C is a debugging utility and should not normally be required 
in tracing Total Recall Faults. It is there for SSL service 
personel to use. Test C will not funtion if the Total Recall 
program is loaded from EPROM and not the program disk. 


As usual, END will return you to the main Total Recall Test Menu. 


To test the Multiplex address lines, type M 
Typing M again will fire the multiplex enable line and will switch the RGB 
monitor (but only if a video switcher or auto-changeover video distribution 
eard is fitted) and faders to Total Recall. 


Typing A fires the address enable line and typing any number between 0 - 6 
fires the corresponding TR object address line. 


Type END to return to Total Recall Test Menu 


TCIMAN .09 9-16 12.4.84 


SECTION NINE | DIAGNOSTICS 


To see all values of the controls for the 611 module as they are read into 
the CA machine, type O. 


Press the fader button to test a particular module. 


The values for the first 60 controls (objects) are displayed on the sereen 
with object number against level in the range 0 to 1024. In addition, the 
module number, the rail and a threshold value are displayed. 


To relate object numbers to actual controls refer to the cross-reference 
chart or the drawing of the module, both in the Seetion 1 of the Console 
Service Manual. The cross-reference chart also gives the multiplexer address 
eodes. 


To look at the rest of the object numbers, type the down arrow key. The 
display then switches from 1 - 60 to 61 - 120. Type the up arrow key to 
revert to the 1 - 60 display. As in the fader test, there is an instability 
detection feature. Objects which change in value more than a fixed amount 
(the threshold value) are marked by a blob. 


On the description page for this test, you are given the opportunity to set 
the threshold by typing T. 


Any control moved will show up on this test, which provides a quick way of 
finding an object number, as well as measure of stability. 


Again, as in the fader test, typing C lets you see the number of. threshold 
transgressions and typing P freezes the display. 


In the object test description, you can change the way the modules are 
selected by typing REVISE . This method uses the module address number to 
aeecess the module (The Quiet TR option) and does not to use the multiplex 
enable line to address the module. For this method to function the module 
address bit switches must be set appropriately. You can easily check if they 
are not set properly by moving the fader. If the display moves with the 
fader, then you know the module has not been addressed correctly. 


Before leaving the test hit REVISE again to revert to normal selection 
methods. 


NOTE: In order to use Total Recall after using these tests it must be 
reloaded by restarting the program. 


Events Test 


This test provides a simple way of checking that the event buttons are being 
read by the Z8 and CA computers. 


Check the event status by hitting the status buttons. If all is OK, leave the’ 


status enabled. 


Now every time you strike an event button, a mark should appear on the TV by 
its button number. 


Choose the test by typing E and return with the END key. 

Live Mix Test 

Type M to choose this test. 

The cross fader position is displayed as a number in the range 0 - 255. 
Moving the fader should cause the number displayed to change. Check that the 
fader operates over its full range. 

Hitting any of the Switch, Reverse, Hold and Forward buttons should cause the 
lamp in the button to flash and a blob to appear on the VDU screen next to 
the corresponding button name. 


Type END to return to the main menu. 


And finaly type END to exit from the tests and return to normal operation. 
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SECTION NINE DIAGNOSTICS 


Timecode Read Test 


The main program automatically monitors timecode and produces error messages 


in the Status box if there is a problem with incoming timecode from the 
master tape machine. 


EBU will be shown if the incoming time code is at 25 frames/sec. 
SMPTE will be shown if the incoming time code is at 30 frames/sec. 


WRONG will be shown if the incoming time code is at a different rate to 
that set in the session menu. 


If the EBU/SMPTE message flashes very fast it means that either their is no 


tach signal reaching the computer or that the tape speed in the List page is 
set incorrectly. 


If the EBU/SMPTE message flashes occasionally it means that a timecode 
dropout has occured. The system can cope with momentary dropouts but 
prolonged timecode dropouts can affect the acurracy of the mix data. The 
eauses of these are usually poor recorded time code i.e. timecode recorded at 
too low a level, timecode copied from one machine to another with out 
reshaping or regeneration ( Reshaped timecode is automatically produced from 
the SSL Generator output when timecode is feed to the reader input with SMPTE 
boards from REV 5 onwards), or dirt on the tape heads. Timecode can also be 
affected by induced hum on the cables or by modulation by a signal on an 
adjacent track on the tape machine. Monitoring the timecode signal on 
speakers should instantly show up these problems. 


Diagnostie Reports 


This is an option available in the SETUP menu. 


It allows the computer to output to the VDU the memory location it has 
stopped at and the contents of its eight program registers. 


This option should be turned on if you are experiencing unusual computer hang 
ups or crashes. If the computer outputs a diagnostic report, write down the 
numbers it showsin the Command box of the VDU and contact SSL. We will then 
be able to pinpoint the area that the computer is having difficulty with. 
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SECTION TEN REFERENCE 


STARTING UP 


Normally, always start up with a Reel disk as well as the Program disk. 
Older systems 


These have a brown and red front panel. The power switch is on 
the back: on is UP. 


The disk drives are vertical. Each has a thumbwheel: the left 
one should be set to 0, the right to 1. Place the program disk 
on the left, the reel disk on the right - labels to the left. 
READY lights should come on. Press the two WRITE PROTECT 
buttons: lights should go off. 


On the computer, press the ENBLE pad with one finger and the 
RESET pad with another. Rn light should go off. Then press 
START pad: Rn light comes on again. 


Newer systems 


These have a black front panel. Power switch is on the back : on 
is DOWN. 


The disk drives are horizontal. Place program disk in the drive 
marked P , reel disk in the drive marked R - label up. 


On the disk drive, press the Solid State Logie logo. 
The program loads, does several tests and then loads any options. 
If Total Recall is fitted, you are asked whether. you want to use 


it: loading then takes about 25 seconds. 


You ean restart the program at any time with a BEGIN EX command: 
this reloads any options and the Reel disk. 


You can change the sign-on message by typing 


SIGN HELLO THERE SWEETIE EX 


nenrereresere tenes vet rep rarer ml pa eNO PON i BELEN HARA mrt emg irene! 


COPYING DISKS 


— 
Copy disks by typing 
COPY) PROG: EX 

or ‘COPY REEL EX 
If the disk you copy onto is already labelled or a program disk, 
you will be warned and must confirm before continuing. 
The copy will have any empty holes PACKED, so it may have more usable space 
than the original. There is no longer an explicit PACK command, as the 
program uses spaces much more efficiently than earlier versions. 
THE REELDISK 
The Reeldisk is used to store information about a reel of material: lists, 
mixes, cuepoints ete. The system does not demand a Reel disk but it can 
only do a small number of things without one. Therefore it is always wise 
to create a Reel disk as soon as possible after starting up, if you are not 
working with an old one. 
The Reel disk is loaded when the program is started: if you change 
Reel disk at any other time, you MUST reload it with the command 

LOAD EX 
This ‘is VITAL . he os 


Labelling Reel disks 

Place the disk in the Reel drive - it may be a new or used disk but 

NOTE ANYTHING ON THE DISK WILL BE LOST. 

Type LABEL EX then answer Y to the resultant question. If you want the 
disk tested first (recommended), answer Y a second time. The Reel disk 


eannot store cues, mixes ete until there is a TITLE to put them in: see title 
section. 
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SECTION TEN REFERENCE 


Writing Basie information on a Ree] disk 


The categories are: STUDIO, ARTIST, REEL, DATE, CLIENT, PRODUCER, 
ENGINEER, EQ, NR, SPEED, OFFSET. In each case, write at least Z letters of 
the eategory followed by a space then the information and EX 


EN_Henrik Ibsen EX 
ST_Huge 1 EX 
SP_30 EX 


Information is freeform EXCEPT: 


Speed must be a whole number (NOT 7.5 : consult SSL if necessary) 
Offset must be a time in any format. 


Changing the Label 


To change the information that goes on a label, rewrite the information on 


the current reel disk, then type ALTER EX . This does not relabel the 
current Reel disk. 


TIMES and their DESCRIPTIONS 


Any description of time can be used interchangeably, and in any combination 
The only restrictions are within certain editing lists where full 
descriptions may not always fit. The following ways of describing time are 
available: 


Timecodes. 


2:14 2 mins 14 sees 

BOTS 10 sees 15 frames 

3:6.9 3 mins 6 sees 5 frames 

212 12 sees 

12:24:10.12 12 hours 24 mins 10 sees 12 frames 
Feet/frames. 

3'15 3 feet 15 frames 

1234! 1234 feet 

HERE current time 

TITLE, MIX, CUE, 
“DROP-IN These can be modified with END where 


appropriate. 
The above can be combined with + and - Keys. 


GOTO HERE. ti: EX 
NAME TITLE B AT END TITLE A+t0:30 EX 


In this reference section, the word TIME means ‘any description of time as 
described above’. Times are displayed in the current format (HMSF or 
feet/frames) irrespective of how they are entered. Change the format using 
the SETUP MENU. The size of the time display is controlled by the 
LARGE-SMALL key. 
Time calculator 
Times can be calculated using the ? key: 

93:15+7:34 EX 

2 CUE 4-CUE 3 EX 
The result is printed on the TV in the current format 
Generating timecode 
SMPTE timecode is generated by giving the command 

SMPTE EX 


You then have 3 options: 


EX to start timecode at 0 
TIME EX to start at that time 
JOIN to extend existing code. 


NAMES: CREATING and SPECIFYING 


In general, you do not have to give anything a name: the system will supply 
numbers. However it is usually far less confusing to give names; this can be 
done when the entry is created, usually with a NAME command, or later by 
changing the name; see below. There are very few restrictions on names. 
They should begin with a letter or number, and may be of any length except 
in Track lists, Event lists and one or two others where there is little room 


Later, you will never have to type a whole name, only enough to different- 
iate it from others. You may not even have to specify which list it is in. 


The system will attempt to match names from the beginning. FR would find 
FRED but not FERDY. However it would also find FRED 2. You are therefore 
allowed to start again with each word: F_ 2 will find FRED 2. If you don't 
specify the list you are using: 


GO TO 3 EX 
rather than GO TO MIX 3 EX 


the computer will look first in the cue list for the current title, then 
the mix list and finally the title list itself. 
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LISTING AND PRINTING 


All lists are displayed using command lines beginning with LIST . I know 
this has been a shock to you, but try to be brave. 


LIST EX Displays the Reel disk information 


LIST TITLE EX 

LIST CUE EX 

LIST PRESET EX ete: these display the lists belonging to 
the current title 


You can also specify the title in the command line: 

LIST (TITLE) XX MIX EX 
To print a list, replace the LIST key with a PRINT key. There are two 
differences between list and print commands: 


PRINT and PRINT TITLE both produce a printout of the reel 
information and the title list. 


PRINT SEQUENCE gives a list of sequences: to print details of 
a particular sequence, specify its name. 


CHANGING NAMES and TIMES © 


You can change the names and where relevant the times of titles, cues, mixes 


ete. Use a command line beginning with the name of the entry you want to 
change: 


TITLE F TO HERE EX marks an end time 
MIX 8 NAME FINAL EX gives a numbered mix a name 
CUE TO 6:23 EX changes a cue time 


Note you cannot change the times of mixes. 


SECTION TWO TUTORIAL 


After a few seconds, type: 
CYCLE EX 

Now, the message in the command box says 
Playing from 12:34.15 to 12:42.07 


and when the tape reaches the target, the status box says CYCLING; then, 
when the tape has played to the end point, the cycle is repeated. 


As long as one of the messages LOCATING, PLAYING or CYCLING appears, the 
tapemachine is under the control of the computer. When the target is 
reached, the tape stops and the message disappears. There are several ways 
to overrule the computer. Firstly, you can enter a new command even while 
the first one is active. Secondly, if you use the tape remotes, the computer 
will immediately know that you want to override it, and give up. Finally, 
the CANCEL key will stop the computer at any time, what ever it is doing. 


You have now tried all of the basie tape control (AUTOLOCATE) commands, by 
marking points on the tape, and using the computer to find them. Of course, 
there are many more sophisticated ways of using the autolocate: you can mark 
many points on the tape and give them names, or use timecodes. But the idea 
behind the command lines is the same: GOTO , PLAY or CYCLE from or to 
something that describes a time. 


This idea of 'something that describes a time' is very important in the SSL 
system. Its command lines have been designed to be as consistent as possible: 
if you have learnt to do something simply, you can build on the same 
principles when you feel ready to use the full power of the system. In the 
examples we have been trying, TIME was described simply by marking a point 
HERE . But we could equally well have typed things like: 


GOTO 3:45 EX 
GOTO TITLE 2 EX 
PLAY FROM CUE BANG EX 


Even though you haven't any direct experience of these yet, they should be 
clear even at this stage; and note that those command lines consist mainly 
of a few command keys, so there isn't much to type. 


CURSOR EDITING | 


Certain lists are created and changed by cursor editing rather than writing 
the details in a command line. These are: Tracklists, Events, Sequences, 
Synechroniser, Menu. They are described individually elsewhere, but the 
general rules are: 


Enter the list with a NAME or REVISE command as appropriate. 
Move the cursor to the desired position with the ARROW keys. 
Write in the information: new entries replace old ones at once. 
Complete an entry with EX or an arrow key. 

Delete entries with the DELETE key. 

Insert extra lines with the JOIN key. 


Finally, keep the result on disk with the END key. If you forget, and 


CANCEL out, you can re-enter the list and try again UNTIL you change title 
or reload/restart the program. 


DELETING 
Entries are deleted from lists using command lines such as 
DELETE MIX XX: EX 


You MUST always specify which one: current entry is not assumed. 
Delete an entire list by typing 


DELETE ALL MIX EX 
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TITLES _ 


The title is the main subdivision of the Reel disk. There must be at least 
one title and may be as many as you wish. Note though, that since each 
title has its own set of lists for cues, mixes, events, tracks ete. it 
takes up approximately 3% of the disk. At any time, one title is CURRENT 
and all its lists are available for instant access. Any command that - 
mentions a title sets it as current. The simplest one is 


TITLE F EX 


Creating titles 


NAME TITLE (SOMETHING) (FROM TIME) (TO. TIME) EX 


Examples 
NAME TITLE EX 
A title is created, numbered automatically, starting from current 
time. End time is left open. 
NAME TITLE FUN FROM 3:27 EX 
The title is given the specified name and start time. End is left 
open. 

CUES” 


Cues are points on the tape that you mark and give a name or number. There 
is one INSTANT cue marked by typing HERE EX. Marking this cue makes it the 
default target for a GO TO EX or PLAY EX command UNTIL some other target 
has been referred to. Otherwise, permanent cues are marked either on-the-fly 
or at specified times by command lines of the form 


(NAME) CUE (SOMETHING) (AT TIME) EX 


(To save time, the NAME key is optional). If you are working on-the-fly, 
the time assigned to the cue is the moment EX is pressed. For example: 


CUE EX 
A numbered cue NOW. 


CUE SCREAM EX 
A named cue NOW 


CUE HOWL AT CUE S+0:30 EX 
Another named cue 30 seconds later. 


1A OF 


TRACKLISTS 


Each title has its own tracklist. Each tracklist may have up to 48 entries, 
each of up to 16 letters. The number of tracks that appear depends on the 
tracknumber specification in the MENU. To look at a tracklist type: 

LIST TRACK EX 
If necessary,flip btween pages with the UP or DOWN keys. 
To write in new material type 

NAME TRACK (xx) EX 
This produces a list with a cursor: whatever you type goes on the line 
marked by the cursor. Move the cursor with the arrow keys. Delete entries 
with the DELETE key. 
When you have finished all entries, store the tracklist on the disk by 
pressing END ; if you don't do this the tracklist will vanish when you 
change title. 
To copy a tracklist from another title, type 


NAME TRACK FROM TITLE XX EX 


then edit and keep the result to suit. 
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AUTOLOCATING 


The system will control virtually any tapemachine through a simple interface. 
There are several autolocate programs to cope with different types of 
machine: they are selected and set up with the main MENU using the 
tapemachine pages, and occasionally by PATCHING. This is described in detail ° 
in the section on CUSTOMISING. Common things to change: 


RUNUP TIME, found in the menu 

ROLL-TO-PARK, switched on by the ROLL EX command and off by the 
NO_ROLL EX command 

REEL SIZE, (only on Studer A800): SR EX and LR EX 


The autoloeation is controlled by GO TO, PLAY and CYCLE commands of the 
general form: 


GO TO TIME EX 
PLAY (FROM TIME) (TO TIME) EX 
CYCLE (FROM TIME) (TO TIME) EX 


The system tries to minimise the amount you type by assuming 'Same-as-last- 
time' as far as possible. 


Examples: 


GO TO EX 

PLAY EX 

These park the tape at the LAST-mentioned target (including the 
INSTANT cue) 


PLAY TITLE EX (The current one) 

PLAY FROM 3:24 EX 

GO TO END TITLE C EX 

If you can't understand these don't give up your day job. 


CYCLE EX 


This cycles from the last-mentioned target to now, which must be 
later, of course. 


While the tapemachine is under control of the computer, messages appear in 
the information box, and the CANCEL key stops the machine. All commands 
continue to be available, and you can start another autolocate while in the 
middle of the first. 


In the case of a PLAY or CYCLE command, the tape starts playing at once 
on arrival. If working with a synchroniser in CHASE mode, you can incorporate 
a delay before it starts to play, to allow all machines time to park. This 
delay is specified in the SETUP MENU. In addition, any 'ALL-PARK' line from 
the synehroniser may be connected to the computer, in which case playing will 
start as soon as all machines are ready. 


If MIX ENABLED is on, all autolocate commands also generate a MIX. If the 
eommand line refers to a mix, it will be updated. Else, anew mix will be 
created. 


DROP-INS 


A single pair of drop-in times may be set and rehearsed or played as 
required. The times may be set on-the-fly by typing 


DROP-IN EX EX 


Note In this case, the Drop-in will BE PERFORMED if the RECORD ENABLE 
switeh is on. 


The times may be set offline by typing 
DROP-IN (FROM TIME) (TO TIME) EX 
They may be displayed by 


LIST DROP-IN EX 


The drop-in is played by 


PLAY DROP-IN EX 
PLAY DROP-IN FROM TIME EX 


or any autolocate command line including DROP-IN as its object 
PLAY FROM DROP-IN -:20 to DROP-IN +:20 EX 


The drop-in may also be eycled: in this case, the actual recording is only 
done on the first pass: subsegent cycles simply play the result back, unless 
REPEAT is pressed. Optionally, the system may be set to repeat the actual 
recording on each pass: see section 8. 


If the time isn't specified, there will be a standard run-up, usually 10 
seconds but adjustable in the SETUP MENU. If the RECORD ENABLE switch is 
on, the drop-in will be performed: if not, merely rehearsed. There is a 
separate rehearse relay which may be wired to switch the monitoring: its 


timing may be delayed to match the record holdoff of the machine: this is 
adjustable in the MENU. 
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MIXING 


Mixing is enabled with the MIX ON-OFF key. Any autolocate command then 
starts a mix on arrival. A GO TO command causes the system to pause before 
starting the mix, allowing you to make adjustments to fader levels and 
statuses; a PLAY command simply starts the mix at once.In addition, you can 
create or update a mix without moving the tape by typing 


SETUP MIX EX for a new mix 
or SETUP MIX XX EX to update an old mix. 


In this ease mixing is also enabled automatically. 


NEW MIXES _ 


If you don't mention an old mix, the system will create a new one. All 
statuses are set to ABSOLUTE: before the mix starts the fader buttons may 
be used to set individual channels to ISOLATE in which ease they are not 
recorded at all. Once the mix has started, faders may be set to PREVIEW 
ABSOLUTE in which the fader levels are sent to the monitors but not to the 
mix. This allows a level to be preset and punched into with the fader 
button. 


Bargraphs may be switched on/off with the LARGE-SMALL key. The fader 
status master menu is not active during new mixes. 


The tape may be wound fast-forward. The system continues to generate a mix 
as fast as it can. It may also be wound backward: in this case the mix goes 
into REVIEW mode, in which the mix is played back at onee but you cannot 
modify it. When the tape returns to the rollback point, the mix resumes as 
normal. If you want to rewrite, press REVISE or JOIN and the old mix is 
jumked from then on. The JOIN’ key will result in a level-jump if the 
faders are in a different position than before the rollback. The REVISE 
kéy will produce a smooth transition, and if necessary the special status 
TRIMMED ABSOLUTE. You can return to normal ABSOLUTE by matching levels 
then pressing the fader button: more on this below. 


You ean also specify the time to return to normal: 


AT TIME JOIN EX 
AT TIME REVISE EX 
These can be typed before or during the rollback. 


Other commands available: 
All LIST commands within the current title. 
Naming Cues. 
Naming Events 


Keep the mix by pressing END . You may give it a name or it will be assigned 
a number. 
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UPDATE MIXES. 


Playing a mix automatically generates an update, which you may choose to keep 
or not. Play a mix by specifying it: 


GO TO MIX (XX) EX 
PLAY MIX (XX) EX 


Current mix is assumed if no specific mix was mentioned EXCEPT in SETUP MIX 
commands which must always specify the exact mix, or a new mix is created. 


Fader Statuses are automatically set up as TRIM, except channels which were 
ISOLATED in the original mix, which come up ABSOLUTE. Before the mix 
starts, you ean select ABSOLUTE or JSOLATE on the fader buttons. After the 
mix starts, normally only ISOLATE: but see reference to the Master Status 
menu and Levelmatch below. 


For TRIM channels, null is calculated as the tape is started, and each time 
you come out of ISOLATE into TRIM. The fader can therefore be realigned to 
make it effectively endless; but the VCA floor and ceiling will never be 
exceeded. While in TRIM, deviations from the null are used to adjust the 
stored mix. 


Autotakeover 


If the fader is away from the null point, when the button is pressed one of 

the lights flashes to indicate the direction to move to get back to null. If 
both flash, the CUT is different from what was recorded in the mix. When 
original mix level is reached, fader is ISOLATED and the old mix continues. 
You may reenter TRIM and repeat the process. The null will be recalculated 

to ensure no level jump. Autotakeover may be disabled in the main MENU, and 
replaced by ABSOLUTE. NA disables Autotakeover, AU restores Autotakeover on 
a temporary basis. 


Levelmateh 


Pressing the MIX key switches this feature on and off. During levelmatch, 
the fader lights indicate direction as with autotakeover, but the faders have 
no effect on the mix or monitoring. When the faders match the current output 
level, both lights come on solid. While in this mode, the fader buttons 
always set the status to ABSOLUTE: if you have matched the level first there 
will be no jump. On TRIM channels, nulls are recalculated on exit from 
Levelmatch, so there are no level jumps even if the faders have been moved. 


Cuts and Levels 


Both cuts and levels are always recorded, but may be separated on playback. 
Cuts can always be imposed during an update: to remove a cut once it has 
started press the cut button on then off. To remove a cut altogether, the 
channel must be put in FADERS-ONLY status (see below). To play back cuts 
while the faders are ABSOLUTE, put channels in CUTS-ONLY status. 
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Master-status menu 


This is switched on/off with the FADER STATUS MASTER key, only during mix 
updates. While it is on the sereen, the current choice will always 
override any other status when the fader button is pushed. Choose the 
statuses with a cursor moved by the UP or DOWN arrow keys. Force the 
status to all channels with the RIGHT arrow key. Statuses available are 


ABSOLUTE RED 
ISOLATE OFF 
TRIM GREEN 


PLAY FADERS ONLY GREEN, occasional OFF 
PLAY CUTS ONLY OFF, occasional GREEN 
PREVIEW ABSOLUTE FLASHING RED 

PREVIEW TRIM FLASHING GREEN 


The master fader, which has no button or lights, may also have its status 
controlled from the menu. 


Winding the tape 


As with new mixes, you ean wind the tape freely in both directions. If it is 
wound forward, the system will do its best to keep up during wind, still 
generating the new mix. All data present in the original mix will be 
preserved at the correct times, unless the channel is set ABSOLUTE. New 
changes made while fast-winding may drift, naturally. 


If the tape is wound back, the system REVIEWS the latest mix: that-is, what 
you have just done. You can simply listen to it until it reaches the 

rollback point, or punch back jinto the original mix with the REVISE or 
JOIN keys. With the REVISE’ key, the nullpoints are recalculated 

to prevent level-jumps. With the JOIN key, there will be a jump if the 
fader has changed. You cannot revise only selected channels by rolling back: 
to do this you must make another pass, done most easily with a PLAY JOIN 
command. 


Updating part of the mix 


If you specify the starting-time for playback of a mix, the result will begin 
there; it also ends when you press END . Incomplete mix segments can be 
joined together later: see next section. However, if the command line 
includes the JOIN key 


GO TO JOIN MIX (XX) FROM TIME EX 
PLAY JOIN MIX (XX) FROM TIME EX 


then the result ineludes all of the original mix before and after the section 
you update. This provides an easy way to revise channels selectively: when 
you need to change something, keep what you did, then PLAY JOIN from 
before the change-point and rewrite as desired. 
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JOINING MIXES TOGETHER 


There are three ways of joining mixes without playing tape (offline): 


BUTT JOIN (First A then B) 
INSERT JOIN (A then B then A again) 
TRACK JOIN (Some channels from A, others from B) 


Butt and insert joins are done with the command line 

JOIN (MIX) B TO (MIX) A (AT TIME) EX 
or JOIN (MIX) B TO (MIX) (FROM TIME) (TO TIME) EX 
The MIX key is optional. 


If the times are not specified, the result will be a butt join if 
B goes on later than A, else B will be inserted into A. 


If one time is specified with an AT key, there will be a butt 
join. 


If time(s) are specified with FROM/TO keys, there will be an 
insert if possible. 


Track Joins are done with the command line 


TRACK JOIN (MIX) A TO (MIX) B EX 


You then choose which tracks come from which mix by using the fader 
buttons, following instructions from the computer. 
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TOTAL RECALL SETUPS | 
Only available if the Total Recall option is installed. Load Total ‘Recall 
by asking for it at startup: if you didn't and later change your mind, it 
will be loaded then. To store a setup of the entire console, type 

NAME SETUP SMOKING RUIN EX 
To reeall it, type 

PLAY SETUP S EX 
then choose modules using their fader buttons. Then mateh the bright 


markers to the original coloured ones. Got that? Change display format 
with the LARGE/SMALL key. 


Swap module settings by pressing the COPY key then the two relevant fader 
buttons in any order. 
To modify a setup, make changes then type 


REVISE SETUP (XX) EX 


REAL-TIME SYSTEM 


This is an option to allow storage of static snapshots of the faders 
(PRESETS) and their editing into SEQUENCES. These sequences may then be 
played in any order with or without timecode. 

Presets 

Presets are named by the command line 


NAME PRESET SCROFULA EX 


They simply store the current VCA levels and may be based on previous 
presets if being played. To play back a preset type 


PLAY PRESET SEX 


There will be a delay of up to 1 second. The faders will be set to -TRIM 
status - for more discussion of this see MIXING. 
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Let us try a variation now, and use timecodes. By now you have seen time 
codes printed several times: notice the format. Either two or three groups 
of digits separated by colon (:) marks, then a point (.) and another group of 
digits. If there are three sets of digits before the point, the first set 
are the hours; they are only printed if the time is greater than 1 hour. The 
next two sets are minutes and seconds, then, after the point, the frames - 25 
or 30 per second. This is also the format you use to enter timecodes from 
the keyboard; it has been designed to let you type as little as possible. 
The only rule for writing a timecode is that it must have a: or a 
somewhere in it. Otherwise: 


You need not type leading zeros: that is, if there are no 
hours/minutes/seeconds, you can leave them out. This is 2 seconds 
and 12 frames: 2.12 


You need not type frames: this is 3 minutes and 35 seconds: 3:35 


You need not type padding zeroes: This is 3 minutes, no seconds 
and 5 frames: 3:.5 


However, you can type all these things if you insist... Here are a few more 
examples of valid timecodes: 


212 12 seeonds 
12: 12 minutes 
12:3 12 hours 


12 12 frames 
12:23:15.14 This is a full-seale timecode 
s And this... means 0:0:0.0 


Incidentally, you ean type in larger numbers in each slot than will fit; the 
system will convert them. For example, :90 is equivalent to 1:30. 


We can now use timecodes to autolocate. Try: 
GOTO 4:34 EX 


or whatever timecode is close to your current position. You can also combine 
times: try this combination of command keys and a timecode: 


PLAY FROM HERE +1: 
-the machine runs 1 minute forward, then starts playing. 
Now that you understand timecodes we will leave the subject to show you some 
ways of avoiding them. Timecodes are useful, but they are not particularly 


natural, and bear no relation to the contents of the tape. For that, names 
are much more useful. 


Creating Sequences 
To create a new sequence type 
NAME SEQUENCE ECZEMA EX 
to produce an empty list, or 
NAME SEQUENCE HERPES FROM PRESET EX 
to produce a list with all the presets in order of creation. 


In either ease, you may edit the list in the usual way, moving the cursor 
and writing in details. 


The left column is for preset names: only specify enough to 
identify one uniquely; 

The middle column is for (optional) crossfade_ times 
The right column is for (optional) time of occurrence, in any 
format. 


End each entry with ARROW or EX keys. Delete entries with DELETE and 
insert extra entries with JOIN . Keep the result by pressing END. 


Special predefined presets are 


BLACK) -: all faders OFF; type £B 
ABSOLUTE : all faders as set; type fA 
SAME : no change; type £ 


To RE-EDIT an existing sequence, type 
REVISE SEQUENCE XX EX 


NOTE You MUST keep the sequence with the END key or it will be lost. 


Playing sequences 


You're never going to guess how to do this, and I'm not going to tell you. 
The sequence is initially playing FORWARD from the beginning: switch presets 
with the SWITCH button, or crossfade with the CROSSFADER. You may HOLD 


any 2 presets and change between them, or reverse direction using the REVERSE 
button. 


Presets may be skipped by pressing the current direction button repeatedly: 
this introduces a fold in the sequence which is jumped over on the next 

switch or crossfade. The fold may be reversed by pressing the other 

direction button. The sequence may be edited as it is being played, except 
for the current 2 presets. Escape cleanly from a sequence by inserting an 
ABSOLUTE preset ( A) and fading to it: then if you cancel there is no change. 
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If the presets are timed, the sequence will always catch up to NOW; 
therefore, do not play the sequence until the tape is parked at the 
startpoint. 


EVENTS 


Events are relay closures at specified times. There may be up to 32 events 
relays: each title has a separate events list that may contain up to 99 
closures. While EVENT ENABLE switch is on, events may be reeorded with the 
event buttons, and recorded events play back while playing through the 
correct times. They may be ignored by pressing the EVENT OVERRIDE switch. 


Event buttons may be assigned names and preroll times: use the command 
EVENT SETUP EX 
and enter the information. When done, press END; it becomes part of the 
labe] of the current Reel disk and may be added to the general label by 
typing ALTER EX. 
Note events on-the-fly by pressing event buttons at any time. If the 
events list is on the screen, changes are seen at once. 
If there is a preroll, the time noted is the time the SOUND is to occur, 
not the time the machine starts. 
Look at the list with 
LIST EVENT EX 
Create it offline or edit it with 
NAME EVENT EX 
The LEFT column is for notes 
The MIDDLE column is for button number/name 


The RIGHT column is for time 


Use the cursor-editing conventions; entries may be written in any order and 
will sort themselves: incomplete entries are OK but do nothing. 


Times may be entered in any format. 
Nudge times with +/- keys (1 frame) or TIME + EX 


Buttons are entered or changed by pressing them 


while cursor is in buttons column: No on-the-fly 
event is created. 


Delete entries with DELETE 
Keep the result by pressing END 


cy 0 ts hs 2 


SETTING-UP AND CHANGING THE PROGRAM 

Most program changes are done with the SETUP MENU, accessed by typing 
BETUP EX 

or “MENU EX 

Pages of information in the menu include 
Console details 
This session: Insults, bargraphs, autotakeover on/off 


Tapemachines: Choices and setup details 


This menu is largely self explanatory: for full details consult the 
separate section (8) on customising the program. Brief points: 


Normal cursor-editing conventions apply. 

You can skip direet to the desired page if you know the 

correct letter for it. 

If the choice is a word, the first letter is usually enough. 

Times are in SECONDS.FRAMES . 
When finished, to keep changes always press END repeatedly until the menu 
asks no more questions. 


Patching 


Certain uncommon changes or program fixes are done by patching. This is 
also discussed in section 8: the golden rule is 


DON'T DO IT IF YOU DON'T UNDERSTAND IT 
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LETTER COMMANDS 


This section collects together all the command lines that begin with 
letters rather than command keys. In general, these are commands that are 
not needed so often, so that it isn't worth assigning special keys to them. 


Each command is printed with the compulsory letters in CAPITALS. You must - 
type at least these for the command to be understood: you may type more if 
you wish. The more dangerous the command, the more letters you must type. 


All command lines finish with EX . Compulsory spaces are indicated by 
(e.g NO_ROLL). 5 


BEGIN Restarts the program, resets the time counter, loads the reel 
disk. 
LOAD Loads a new reel disk. 


LABEL Labels a fresh disk as a Reel Disk and WIPES IT. 


STudio This group of commands is used to enter things into the REel 
reel disk information list. An example: 

CLient CL ARKADON RECORDS EX 

REel as 

ARtist 

PRoducer 

ENgineer 

DAte 

NR (Noise Reduction type) 

EQ 

SPeed SP_15 EX . Any WHOLE NUMBER of inches-per-second. 

OFFset This allows any timecode to be offset so that it looks 
as if it begins at 0:. OFF (TIME) EX. 
To reset the offset: OFF 0: EX 

ALTER This stores the current set of Reel disk information as 


the LABEL for future Reel disks. 
SIGNon This sets a new sign-on message: 


SIGN_ANYTHING UP TO 64 LETTERS EX 


Disk This prints the space used and remaining on the disk. 


aa) uray. eam 


SR (Small Reel): Tells system reelsize is 10"; ONLY for STUDER A800 


(normal) 
LR ' (Large Reel): Tells system reelsize is 14": ONLY for STUDER A800 
ROLL Sets 'PLAY-TO-PARK'’ after autolocate. 


NO_ROLL Switches off 'PLAY-TO-PARK; (Normal) 
Letter commands for maintenance 


These commands are only for use in setup and maintenance and are therefore 
prefixed with a sign to reduce the chance of their being typed by 
accident. 


MODify Prepare to modify programs: also called PATCH. 


DBG Loads special Debugging program. 
PLD Loads special Filemanager maintenance program. 
DT Loads Disk Test and alignment program. 
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ERROR CODES | 


Almost all possible ‘errors result in descriptive messages, but a few 
uncommon problems, usually to do with the hardware, will simply generate 
error codes. 


ERROR 19 Keyboard has generated an impossible key. NOTE The E 


programs do NOT WORK with the original keyboard with only 
20 command keys. 


ERROR 20,21,22 Tape or SMPTE interfaces generated unexpected interrupt: 
fault. 


ERROR 23 SMPTE generator cannot run fast enough for clock: clock 
is probably faulty. 


ERROR 34 Attempt to print a listing to the wrong type of printer. 


ERROR 48 Event buttons being pushed too often. If you repeatedly 
press them at more than 3 times a second, this error may 
oceur. This does NOT mean that you cannot have events 
more often than that; merely that if you keep hammering 
away like a mad thing, you may temporarily overload the 
system. If entered normally, events can occur as often as 
every frame. 


ERROR 49 Events/Real Time interface (Z8) is failing to respond. 
Try resetting Z8 computer. 


ERROR 69 Synchroniser Z8 interface is failing to respond. 


If you encounter any other numbered error messages, try if possible to repeat 
them with the diagnostic messages switched on, then call SSL. 
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INTRODUCTION 


The SSL Synchroniser is designed to integrate control of multiple ATRs, VTRs, 
and Film chains into the SSL Master Studio System. It allows the central 
command keyboard to control up to five separate machines synchronised 
together via EBU/SMPTE timecode. Machine hierarchy and offset information ean 
be controlled and stored on the reel disk allowing sophisticated post. 
production effects to be easily realised. 


Though the internal operations of the Controller are very complex, its use in 
practise is simple. It is assumed that you are already familiar with the 
operation of the SSL System and understand the general format of commands, 
therefore this section only deals with the few additional commands required 
to operate the Machine Controller. If you feel unsure of the operation of 
eertain aspects of the system, a quick glance through the relevant sections 
of the manual should refresh the memory. 


Components of the System 


The Controller hardware consists of 4 main components which are normally 
mounted in a separate rack which can be remote from the main computer rack. 


A satellite computer which processes information and commands to and from the 
Primary Computer and the machine synchroniser modules via serial data links. 
It has no user controls. 


An SSL Master Transport Selector to control the flow of tape machine 
eommands, timecode and status information to the Primary Computer. It is 
used to select which machine is under direct control from the computer or 
tape remotes on the Keyboard. 


A Multiple Machine Time Code Synchroniser based on the Adam Smith 2600 series 
of time code products. 


The Synechroniser Status panel located either in the SL688V Stereo Matrix 
panel or a customer option 682 panel which provides information about the 
machines and is used to select and deselect them into the system. 


Principles of the System 


As the system intergrates list management, synchronised machine control, and 
automated mixing into one user transparent operation, concepts such Master 
and Slave machines normally associated with synchroniser systems, are not 
used. The SSL system requires that the timecode values from one machine are 
defined as the master reference for all operations. In addition a simple 
machine heirarehy to determine which machine is under direct control of the 
eomputer is entered. Setting up these two parameters is explained in the 
following pages. 


' Setting up the Controller for your System 


When the Controller is first installed, the program disk must be set up for 
the particular machines that are to be used. There can be up to 5 machines 
in the system referred to as A, B, C, D, and E. Any one of Machines A, B, and 
C ean be selected to be controlled directly by the SSL computer, with 
machines D and E available as slaves only. 


To set the system up for the A, B, and C machines it is necessary to know the 
SSL Tape Machine program number. To do this access the SETUP MENU by typing 


SETUP EX 
and then, in response to the question 'Do you want to see more’, type 
O 


This brings you to the page containing the various tape machines that the 
program can control. Note down the numbers corresponding to the machines you 
are using, then CANCEL . 


Now, type the command line 
SYNC SETUP EX 


This puts a simple display on the sereen consisting of 2 columns and up to 5 
lines marked A, B, C, D, and E. The screen also contains a cursor that can 
be moved by the arrow keys in the usual way. The first column is used to 
write names you wish to give the machines you are using. The second column 
is then used to add the numbers from the machine menu. If there is more than 
one machine of the same type, the same number will be repeated. It is not 
necessary to allocate numbers to D and E. Typing DELETE allows you to 
remove a machine if your configuration changes. 


To assign the master time code for the system place the cursor on the 
relevant machine line and type SETUP. 


In Audio applications this would usually be the machine used for track laying 
during the intial stages of a session as its time code would be the reference 
for all cue points and title times named earlier. 


When working with video and audio normally the video time code would be used, 
however if further remixing of the audio tracks without synchronisation to 
picture is envisaged, the multitrack time code should be used as the master 
reference. If there is no offset between the audio and video timecodes the 
system will display the same values as the EDL or burnt in picture code. 
However if offsets do exist the SSL display and the picture code will be 
different. Entering a REEL disk offset of the same value as the offset 
between the audio and video will correct the difference but BEWARE this 
should not be carried out until precise synchronisation between the video and 
audio has been achieved. Any time related information already entered will 
be incorrect if the video/audio offset is subsequently changed. 


Finally type END to store the details on the reel disk. 
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Selecting and Controlling Machines 


The Synchroniser Status panel contains 2 rows of switches: the top row is 
used to select and deselect machines, the bottom row is at present not used. 
LEDs incorporated in the buttons show which machines are selected. 


On initial power up of the system the A machine will automatically be 
selected. Operating the B or C buttons will select one of those machines to. 
be under control of the system. At the moment only the Master Transport 
Selector is being used. To bring the synchroniser section on line type 


SYNC ON EX 


At this point it is advisable to select the A, B and C machines in turn and 
briefly put each one into play to let the system read timecode from each 
machine. For the D and E machines it necessary to operate the machines from 
their local controls or dedicated remotes. This previous stage can be omitted 
but when the machines are then selected together there will be a period of 
eonfusion while the system discovers where the machines are and attempts to 
loeate them all to the correct syne point. 


At this point you can now use the select switches to choose the machines you 
wish to synchronise together. The LEDs indicate which machines are selected 
and, either using the transport controls or autolocate commands, the machines 
will enter play and lock together. 


A priority system exists to determine which machine you actually have direct 
eontrol of. This is normally in alphabetical order i.e. if A, B, C, D are 
selected you will be controlling the A machine, if B, C, and E are selected 
you will be controlling the B machine. The hierarchy can be altered using 
commands such as 


BM EX 


This now gives the B machine the highest priority so if A, B, and C were 
selected B would be under direct control. Either the A, B, or C machine can 
be under direct control. Currently video machines must have the highest 
priority. 


At all times the sereen status box displays the time code referenced to the 
machine selected in the SYNC SETUP page regardless of whether that machine is 
being directly controlled or not. This allows almost total flexibilty in 
choosing the particular combinations of machines and control to suit 
operational requirments. 


To deseleet synchroniser control and return to a single machine selectable 
via the Master Transport Selector and Status switches, type 


SYNC OFF EX 


SECTION TWO TUTORIAL 


NAMES, TITLES & LISTS 


We have already seen an example of a LIST, the information list attached to 
- each reel disk. So far, this is the only information on our reel disk. We 
ean inspect this list at any time by typing 


LIST EX 


and we already know how to enter things into it. However, as well as this, 
the SSL system can contain a number of other, more useful lists, and this 
section shows how to make use of them. 


The most basie list is the TITLE LIST. A title is simply any subdivision of 
the reel, which you can give a name or which the system can automaticaliy 
assign a number. On a music tape, a title would typically be a song or a 
movement. On a film or video reel, perhaps a scene or a roll. There are no 
requirements for titles except that there should be at least one for each 
reel disk. However, as you will see shortly, it is usually useful to break 
the reel into several titles. A typical title list is printed opposite: it 
shows the title names and their start and end times. 


Cheose a section of your reel that you would like to be a title, and choose 
a name for it. For example, suppose you are about to record a song: the 
tape is positioned ready at the start. Now type: 


NAME TITLE SUMMERTIME EX 


The title appears in the list as shown opposite, with the current time as 
the start time. The end time isn't known yet, of course. Now, the song is 
recorded. At the end, type: 


TITLE TO HERE EX 


and the new current time is filled in as the title's end. You now have a 
title, which is useful for reference; but it is much more useful for the 
system than that, since it now knows where that title is on the tape. 
Having recorded the title, you now want to play it. Type 


PLAY TITLE EX 


and the computer will do just that. From now on, you need never think about 
where that song is to be found: the system will find it for you. 


There is no need actually to play the tape in order to set title times: if 
you already know them you can write them in as you name the title. Adda 
couple more titles now: 


NAME TITLE WHITE RIOT FROM 5:20 TO 7: EX 
NAME TITLE SENSELESS FROM 7:10 TO 9:15 EX 


WIRY REN RY 2 ee 


Status Displays 


The Synechroniser Status panel displays the following information for each 
machine: 


TIMECODE 
LOCK 
LOCATE 
RECORD 


These are arranged to light up as warning: 


If timecode is absent, the CODE MESSAGE lights. 

If a machine is out of lock, the PHASE message lights. 
If a machine is locating, the LOCATE MESSAGE lights. 
If a machine is in record, the RECORD message lights. 


Therefore, when all selected machines are stopped or playing in lock, no 
lights will be lit. (Unless any of the machines are in record) 


Syne Displays 
Typing: 
SYNC EX 


brings up the Syne display on the VDU screen. It lists the machine names and 
their current time code positions. Any machine selected will be marked with 
its letter (A, B, C, D, or E), and the machine with the highest priority in 
the hierarchy will be marked with an M. The time code position derived from 
the machine nominated in the SYNC SETUP page is also displayed in large 
numbers at the bottom of the screen. When the Sync page is not displayed this 
time code position is displayed in the Status box. 


The SYNC display intially shows the actual positions of the machines and 
their Mark points (coming soon), however, there are options. If you press 
the DOWN arrow key, the position display changes to show TIME TO SYNC which 
allows you to see at a glance how far the machines are from lock. As the 
machines come in to lock a bar appears in the column next to that machine. 
When all the selected machines have achieved syne a LOCK message appears in 
the Status box on the sereen. The LOCK flag defines a synchronisation 
accuracy to one tenth of a frame. The LOCK flag is shown regardless of 
whether the Syne page is being displayed. To switch back to the position 
display, use the UP arrow key. 


The LEFT and RIGHT arrow keys allow you to toggle the Mark column between 


displaying Mark points and actual Offsets (also coming soon) between each 
machine and the master. 
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Establishing Syne 


The MARK point is a cue point used to establish syne between machines. It is, 
as its name suggests, a position on each machine that corresponds to the same 
point in the material. This marking may be done either on or off line. 


To mark a machine ONLINE, select it alone and find the point you 
want to mark. The mark is made by typing 


A HERE EX 
D HERE EX ete 


You may also mark more than one machine on line by typing for example : 


AB HERE EX 
ADE HERE EX 


The mark occurs at the instant you type the EX key: therefore, 
write the line ahead of time, then punch the EX key at the correct moment. 


To mark a machine OFFLINE, simply write in the specified time: 


A AT 3:45 EX 
B AT CUE F EX 


If the SYNC display is on the sereen, you will see the mark as it is made: 
however, marks ean be made with or without the display. When all the marks 
have been made, simply select all the machines and they will automatically 
park together. From now on, the machines can be controlled as one: either 
using the tape remotes, or any of the usual GOTO , PLAY or CYCLE commands. 


Adjusting Mark Points 
If syne is not correct, the marks will need to be adjusted. They can be 
rewritten at any time as in the previous section, but can also be NUDGED. 
This ean be done one frame or more at a time, and the selected machines will 
immediately adjust to their new positions. 
For example, suppose machine B is slightly behind. Type 

B+ EX 
and the machine will be nudged one frame forward. This can be repeated by 


pressing the REPEAT key. If you want to nudge a longer distance, include it 
in the command: 


Bt.3 EX 
Again, the machine will immediately adjust if selected. 


Note If the distance to adjust is greater than a few seconds, the machine 
may be taken out of play and relocated to the new syne point. 


Working with Offsets 


When using MARKS offsets are calculated internally, and perhaps you will 
never need to know about them. However, if you wish to see or would prefer 
to use offsets, they are displayed in place of marks by typing the RIGHT 
arrow key if the SYNC display is on the sereen. They are replaced by marks 
by pressing the LEFT arrow key. 


If you have been supplied from elsewhere with offset details rather than 
marks, enter them as described for offline entry of Marks, except have the 
offset display on the screen. 


Suppose you know that the B machine has an offset of 10 hours, type 
BAT 10: 3 EX 
In this case appropriate mark values are calculated internally. 


As with marks, you ean nudge the offsets. Nudging the highest priority 
machine ( M ) means you automatically nudge all the other machines in the 
opposite direction. 


Drop-ins 


Drop-ins ean be performed on any one of the five machines in the-system but 
only on one machine at any one time. Typing 


B DROP IN EX 


for example, enables record on the B machine and its Record Tally in the 
Status display will flash to indicate that it has been selected. Drop-in in 
and out times can be entered and nudged as normal. The selected machine will 
only go into record when RECORD ENABLE on the keyboard is operated, the 
Record Rehearsal state functioning as normal when RECORD ENABLE is not 
selected. When the selected machine is in actual record, the Record tally 
comes on continuously and the record lamp on the transport remotes 
illuminates. 


Typing 
B DROP IN EX 


for a second time disables the machine. Deselecting the machine on the 
Status panel will also disable record. 


TCIMAN.11 11-6 20.8.84 


SECTION ELEVEN SYNCHRONISER 


Storing the details 


The system provides a means for keeping details of the Marks and Offsets 
needed to synchronise the machines. These are stored in the form of SYNC 
PRESETS, which simply store the current titles Syne details. This is done by 
typing 


NAME SYNC PRESET CAR CRASH EX 


The names appear in the SYNC PRESET directory: you may store as many as you 
wish. 


You may also store new marks under the old name by typing 
REVISE SYNC PRESET C EX 

PRESETS are recalled by typing 
PLAY SYNC PRESET C EX 


All the offsets are then restored exactly as before. Therefore, if you are 

returning to a project later on, there is no need to write down offsets or 

anything else. All you need do is to play enough of each of the tapes for 

timecode to be read, play the SYNC PRESET, then select the machines. The 

rest is automatic. It is good practice to locate the senior machine to the 
_ title before selecting other machine(s). 


N.B. Qualified Doctors have determined that Synchronisation is in no way 
harmful to your health and can be indulged in freely without any need to feel 
guilt or embarrasment. 
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INTRODUCTION 


The SL683E Programmable Equaliser consists of two independent channels of 
three band parametric equalisation and two programmable pan pots. The two 
cut switches operate on the pan pot circuits and individual equaliser in/out 
switching is provided. The Link switch allows the two equalisers to operate 
as a stereo unit controlled by the left hand set of controls. In addition, 
Status switches and LED's are provided for each section. 


All movements of the controls and switches are stored, alongside fader 
information, as part of the mix data allowing dynamic equalisation and 
panning to be added to a mix. Equaliser and Pan settings can also be stored 
as Presets for use in Real Time Sequences. 


Components of the System 


The system comprises three separate elements; the control and display panel 
which is normally mounted in the console, a 6U rack which contains the 
control and processing electronics, and an extra set of analogue interface 
boards which are fitted into the Studio Computer card frame. 


Two xibbon cables link the control panel to the PEQ rack and a further set of 
three ribbon cables link the rack to the main computer. All the audio feeds 
are connected to the PEQ rack via a 96 way DL connector. As the rack contains 
analogue electronics it is suggested that the unit is not mounted in the 
same rack as the computer and power supplies. 


Using the Programmable Equaliser 


Each Equaliser section has three parametric bands with a three and a half 
octave (10:1) centre frequency range, variable Q of 0.5 - 3.0 and upto 15db 
of cut or boost available. The high and low bands may be switched to a 
shelving response by pressing the respective Q knob. Each control function 
has an associated LED display. Frequency is displayed vertically with a 
single lit segment indicating the current frequency. Q settings are displayed 
horizontally as a centre zero based expanding bar with minimum Q indicated by 
only the centre segment lit. A shelving response is indicated by the five 
lefthand segments being lit. Cut and boost are indicated by a vertical, 
three colour, centre zero based bar display, the centre yellow segment 
indicating unity gain. The actual control functions are, of course, 
continuously variable. 


The Panpots both have a centre zero LED bar display similar to the cut and 
boost controls. 
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Mixing with the Programmable Equaliser 


Each individual section of the Unit, the two equalisers and the two panpots, 
have their own Status switches and LEDs which function in a similar way to 
the Status switches and LEDs on the channel faders. Three primary statuses 
are available. 


ABSOLUTE red LED 
EDIT yellow LED 
ISOLATE no LED 


In ABSOLUTE the control is sent to the mix as it appears physically. 


In EDIT the previous mix settings are played back and the option to 
rewrite any control setting is available. 


Tn ISOLATE the controls are not remembered as part of the mix. The 
previous mix settings are played back or, if making a new mix, the 
controls operate directly on the equaliser sections. 

Status in NEW mixes 
Before the start 

If you use GO TO or SETUP MIX command while the tape is stopped prior to 
making a mix, the status switches let you cycle between 
ABSOLUTE 

and ISOLATE 
After the start 


Once the mix is running, channels in ISOLATE cannot have their status 
changed, but channels in ABSOLUTE can be toggled between 


ABSOLUTE 
and PREVIEW ABSOLUTE (Flashing red LED) 


Whilst in PREVIEW ABSOLUTE the controls act directly and are not remembered 
as part of the mix. This allows you to set up new equaliser and pan settings 
and, using the status buttons, punch the relevant sections back into 
ABSOLUTE. 
Status in UPDATE mixes 
Before starting 
This time the cycle is 

EDIT 

ISOLATE 

ABSOLUTE 


ISOLATE is used to play back a previous mix and isolate the controls from 
inadvertent operation. 


ABSOLUTE is used if that section needs to be rewritten from scratch. 


EDIT is used to rewrite certain controls during specific sections of a mix. 
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After the start 


Two update modes are available depending on which of the two fader update 
modes is selected. 


Updates with Autotakeover 


With AUTOTAKER selected, the PEQ will be in an EDTT READY status as shown 
by the yellow status LED. This allows selected controls to be returned to 
their ABSOLUTE status during parts of the mix being updated and then returned 
to playing back the previous mix data. 


In EDIT READY, once the mix is running, if a control is moved to match the 
previous mix data, using the LED displays to indicate which way to move the 
control, the moment the null point is crossed that control returns to its 
ABSOLUTE Status allowing a jump free entry into rewriting that control. The 
Red Status LED will then flash to indicate an EDIT ACTIVE condition meaning 
that one or more controls in a section are in ABSOLUTE. After completing the 
new moves pushing the Status button returns that section to an EDIT READY 
status once more. 


N.B. A control has to be moved to enter an EDIT ACTIVE condition. The 


replayed mix data matching the current position of a control will not cause 
it to enter EDIT ACTIVE. 


Updates with No Autotakeover 
With this option selected, either from the SESSION MENU or by typing 
NA EX. 


the following Status Cycle is available once the mix is running. 


PREVIEW ABSOLUTE (Flashing Red LED) 
ABSOLUTE 
ISOLATE 


This allows new settings to be rehearsed and punched in as required using 
the status buttons. 


Roliback and the Programmable Equaliser 


All the functions of Rollback apply to the Programmable Equaliser except, as 
there is no TRIM function as such available on the PEQ, there is no 
operational difference between the use of the REVISE or JOIN keys. By using 
the AT TIME REVISE feature, complex EQ and pan changes can be rehearsed and 
stored to frame accuracy. 
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Level Match and the Programmable Equaliser 


The Pan sections are level matched using their Status LED's as if they were 
channel faders but, as there are only one set of: Status LED's for each 
equaliser section, a screen display is used to indicate which direction to 
move a control to achieve Level Match. 


When in Level Match, typing 
PQ EX. 
brings the Program mable Equaliser Status display to the screen. 


The display follows very closely the physical layout of the controls on the 
PEQ front panel. As can be seen in the screen dump opposite, small retangular 
bars are used to indicate the direction to move a control. They function in a 
similar fashion to the Status LED's on the channel faders, the upper bar 
means move the control down, the lower bar up. When a control is level 
matched both bars are displayed. Two bars with a gap in the middle meana 
switch is in its opposite position to that in the mix. When the complete 
section is level matched, both Status LED's will be on as final confirmation. 


As with channel faders any section can be punched directly into ABSOLUTE 
whilst in Level Match. 


In the unlikley event of having two programmable equalisers fitted, the 
cursor keys are used to toggle between the two screen displays. 
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SECTION TWO TUTORIAL 


As each title was named, it went into the list complete with times. At this 
stage, the list will look like the one opposite; notice that the last title 
entered, TOMORROW, has a white marker beside it. This marker means that it 
is the last title referred to, the CURRENT title: if you don't specify which . 
one you mean, the system will always assume the current one. 


For example, 
GOTO TITLE EX 


means 'Go to the current title’. In all the lists we will be dealing with, 
there is always a similar CURRENT ENTRY. 


What then if you want to go to a different title? This is done simply by 
giving the system its name, or enough of it for the system to be able to 
work out which one you mean. Foe example, if you want to go to the title 
WHITE RIOT, you need only type 


GOTO TITLE W EX 


and sinee there is only one title beginning with W, this is enough. The 
tape winds to the correct place, and WHITE RIOT becomes the new current 
title. If one letter isn't enough, type more; if there is a confusion, the 
system will help. (try typing 


GOTO TITLE S EX 


and see what happens.) As you can see, there is nothing to be lost by 
giving titles informative names, since you never need to type more than a 
couple of keys to identify them later. You can even start again with each 
word, so that if you had two titles called 


FOOTBALL 1 
FOOTBALL 2 


they could be identified by F_1 and F 2. (The underlines represent 
compulsory spaces,.as usual.) ‘ 


Earlier, we saw that timecodes and command keys could be combined to produce 
useful autolocate commands. The same is true of title names, since they are 
just another way of describing times. Here are a couple of examples: 


GOTO END TITLE EX 
PLAY FROM TITLE T+1:30 EX 


Incidentally, you don't have to specify a name at all for the titles. If 


you leave it out, the system will put in a number of its own choosing, which 
you can then refer to as usual. 


This completes the discussion of the title list, except how to put it back 
on the sereen at any time. This is simply done by typing 


LIST TITLE EX. 
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Solid State Logic SOFTWARE UPDATI 


AUGUST 1986 - VERSION E62.TR 


Advanced Total Recall™with AutoScan 


IMPORTANT INF( YRMATION FOR PRODUCERS AND MIXING ENGINEERS 


Most SSL consoles worldwide have been converted to run our latest software update, E62.TR, 
which provides advanced features including: 


e Improved graphics for easier control recognition. 

¢ Total Recall loads in less than half the time — display generation is faster too. 

¢ Automatic identification of various module types and options. 

¢ Channel and VCA Control Group thumbwheel assignments are now Stored. 

¢ Large fader preset levels are stored. 

« Level matching for fader presets is active when Playing Total Recall Setups. 

¢ AutoScan detects and displays just those channels and controls that require 
matching, then sequences automatically to the next relevant display. 

¢ Selective AutoScan lets you look at just certain areas of the channel, such as 
Equalisers only, or Monitor only etc. 


New features for SSL/Adams-Smith Synchroniser users and SSL Events Controller users are 
also included in this programme. These are discussed in a separate bulletin. 


THESE NEW FEATURES ARE ALL EASY TO USE, BUT IT WILL BE WORTH A FEW 
MOMENTS READING THIS BULLETIN TO BECOME FAMILIAR WITH THEM. 


NAMING SETUPS: 


Enter the usual Command Line, for example: [NAME] [SETUP] Fred [EXECUTE] 


¢ The screen will prompt you to: 


Press switches for faders grouped to I 
Press EXECUTE to store setup. 
* You should press the fader status switch on any faders whose thumbwheels are 
selected to "I'' isolate). When you have done this, press [EXECUTE] and the 


setup will be stored. Total Recall will automatically store the thumbwheel settings 
of all faders that are selected to other than Isolate. 


¢ If you are not interested in storing the thumbwheel assignments properly at this stage, 
simply press [EXECUTE] when the prompt above appears. 


You may on rare occasion see an Error Message similar to the following ones at this stage: 


2 and 1 are controlling same channels? | 


--Ofr-- 


Too many strange combinations to list. 


If either of these messages appear, there is either a hardware fault or an operational error. See 
the section on Error Messages at the end of this bulletin for details. 
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PLAYI ETUPS: 
Enter the usual Command Line, for example: [PLAY] [SETUP] Fred [EXECUTE]. 


¢ The Primary (monochrome) Monitor will display the following messages: 


Displaying setup FRED 

Press: 

A for TR AutoScan : 

T for thumbwheel settings LEVEL MATCH 
COPY to swap modules 


setup created from 56 (or other number) channel console 


* The RGB Monitor will display the thumbwheel assignments of the VCA Control 
Group faders, in a similar manner to the example shown here: 


Group Fader 1 2 5 2.6" 38 


veA OEE 


¢ The Fader Status indicators will light indicating that LEVEL MATCH mode is active, 
allowing you to match the faders to the preset levels stored when the setup was named. 


You may now select any of the three options shown on the Primary Monitor, or press any 
channel's fader status switch to view its settings. Let us assume that you choose to restore all 
thumbwheels first. 


¢ Start by setting the VCA Control Group master fader thumbwheels to the positions 
indicated on the RGB Monitor. Next, type T (for Thumbwheels). The Primary Monitor 
will now display the stored assignments as a Table similar to this one: 


Displaying setup FRED 
Press: 

A for TR AutoSean 

T for thumbwheel settings 
COPY to swap modules 


LEVEL MATCH 


VCA THUMBWHEEL SETTINGS 


1] 33 0 49 0 65 6 

QT 18 0 34 4 50 I 66 0 

3 0 19 2 35 7 S120 67 *2 
(and so forth for as many channels as were stored) 
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USING AutoScan 


After entering the TR Playback mode, you can enter AutoScan by typing A (as indicated in the 
status box after the [PLAY] [SETUP] command was entered. The Primary Monitor will now | 


display a screen similar to this: 


Displaying setup FRED 


LEVEL MATCH 


TR AutoScan mode.. 


Type first letter to choose your level of 
TR AutoScan 


Routing 
Dynamics 


Monitor 


Or press EXECUTE for Whole Channels 


For example, assume you are only interested in recalling the EQ settings. As prompted 
by the screen, you would press E (the first letter of Eq). 


¢ The screen will prompt you with the question: 


Starting where? 


If you want to start the AutoScan from Channel 1, you may either press the status button on 
Channel 1, press the [EXECUTE] key, or press that status button on any of the VCA Control 
Groups. If you want to start on Channel 7, press the status button on Channel 7. 


The RGB Monitor will now display the EQ section of the starting channel. (You may use the 
Large/Small button to choose the full display or local display mode). When the starting 
channel's EQ is matched, the computer will automatically scan to the next channel whose 
equaliser is not matched and display it. During this mode, the word AUTOSCAN will flash 
in the command box. 


The process will continue until the highest module stored has been matched, or until you 
press the END key. You may also break the sequence by pressing any channel fader's Status 
button. On completion of the scan, the computer will quite logically display the message: 


TR AutoScan Complete 


And you will be returned to the prompt that tells you to press A for Autoscan, T for 
Thumbwheels, or COPY to swap modules. At this point, you may choose to AutoScan a 
different section of the modules, such as Routing or Monitors, or you may press [END] to 
leave the Total Recall mode, or you may press [COPY] to swap module data. 
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USING THE TR _ COPY FUNCTION 


After entering Total Recall mode, you may use the COPY function to playback the TR data 
stored for one module on any other module. This function is useful if you want to set up the 


equaliser and dynamics on channel 3, for example, to exactly match the values that were stored 
for channel 6. 


It is also useful if the setup you are working from was named on a console with 56 channels, 
and the console you are working with now has only 48 channels. You can use the TR Copy 
function to swap data from the higher (and non-existent) channels onto the lower channels. 


Finally, the TR Copy function is quite helpful if the setup you are working with has values 
stored for stereo modules that were in one position on the originating console, but are in 
different positions on the console you're now working on. 


To swap data from one channel to the next: 
- Enter Total Recall mode -- [PLAY] [SETUP] Fred [EXECUTE] 


¢ When the screen prompts you with the TR options, press [COPY]. The screen will 
respond with prompt: 


| Choose modules to swap... 


¢ You may now press the Status button on the module from which you want to copy the 
setup data; unless of course it doesn't exist on the console you are working on now. In 
that case, use the keyboard to enter the number of the module you want to swap from, 
followed by [EXECUTE]. 


¢ The computer will now prompt you to tell it what module you want to swap the data to. 
You must do this by pressing that channel's Status button. 


Note that this process actually swaps data for the two modules selected. For example, if you've 
swapped channel 1 with channel 2, channel 1 will now be reading the data that was stored for 
channel 2 and channel two will now be reading the data that was stored for channel 1. After you 
have set channel 1's controls to match the swapped data, you will probably want to exit the TR 
Copy mode, and to name a new setup which will store the copied settings. To exit, you may 
press [CAN CEL], which will also stop any cycling etc that is going on; Or you may press 
[END], which will not interrupt any other tasks the computer is performing. 
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PLAYING OLDER SETUPS 


Setups that were Named using earlier versions of the Total Recall program will play back 
using the new programme disc, but there may well be some occasional incompatibilities 
due to minor hardware modifications that have been installed to allow these new functions 
to work. 


When you Play an old setup using the new programme, a prompt on the Primary Monitor 
will advise you: 


Old-type setup: for best results, use 
the program which made it. 


The recommended procedure is as follows: 


¢ On receiving the "Old type setup" message, remove the new programme disc and 
re-boot the computer with the earlier programme used when the setup was named. ~ 


Play the setup, and match all controls to it. 


¢ Reboot the new programme disc and Name a new setup. If you give this setup the 
same name as the old-type setup you've just matched, the computer will inform you 
that there is already a setup with this name, and ask you if it should replace it. Enter 
Y, (for YES), and it will replace the old-type setup with the (identical) new one. 


If you are going to be working with a disc with lots of old-type setups, it may be advisable to 
schedule some time in advance of the session start to replace all old-type setups with new ones. 
This will avoid waiting and frustration when you'd rather be cooking. 


If you decide to ignore this advice, it will not cause any harm. But on some occasions, the new 
programme will misinterpret the old setup, and you will get an error message to let you know 
that this is happenning. See the next section for details. 


OTHER PROMPTS AND ERROR MESSAGES 


When naming setups, you may on occasion see the following message: 


2 and 1 (or3 and 7; 6,5 and 3 etc.) are controlling same channels? 


What this means is that you have assigned a channel (Channel 1 for example) to a Group 
(Group 1 for example) -- and then assigned Group 2 to Group 1 -- without anything else 
being assigned to Group 2. Under these circumstances, the computer has absolutely no way 
of knowing whether Channel 1 is assigned to Group 1 or Group 2; hence the error message. 
And it is an error, because there is absolutely no point in this sort of double grouping. 


Note that this is quite a different situation than assigning some channels to one group, other | 
channels to another group, and then grouping one of those groups to the other, or both of those 
groups to a third. All of those useful combinations are fully supported by the new programme's 
thumbwheel storage routines. You should see this error message only if you have one or more 
groups to which no channels are assigned, assigned to each other. 


PAGE 5 of | 


Solid State Logic SOFTWARE UPDAT: 


AUGUST 1986 - VERSION E62.TR 


OTHER PROMPTS AND ERROR MESSAGES (continued from Page 5) 


On rare occasion when naming a setup, you may see the message: 


| Too many strange combinations to list. 


This message either means that you've got some crazy thumbwheel assignments on the VCA 
Control Group Masters -- such as Group 1 to 2, 2 to 3, 3 to 1, 4 to 3 etc, with no channels 
assigned -- or that a thumbwheel switch in the console has broken. If you see this message, 
check the VCA Control Groups first. If the aes are logical and useful ones, there is a 
hardware failure. 


Once the cause of the problem has been determined, you may use the [NAME] [SETUP] 
procedure described under the heading "Playing Older Setups" to create a non-corrupt copy of 
your setup. 


You may also see a message such as: 


Setup information for 
channel 9 is for dual line input 


or: 
Setup information for 
channel 26 is for stereo module 


These messages are to let you know that the console on which the setup was named had a 
different type of module in that channel number than the one you are working on now. You 
may use the TR Copy function if necessary, or simply note the message and realise that some 
control values will not be accurately matched, requiring personal attention to those channels. 


A FEW OTHER FEATURES OF NOTE 


Those of you who regularly use the mixing function [COPY] [CANCEL] will be pleased to 


know that the Copy Status in Mix option is may now be set on the Session Page of the Setup 
Menus. 


Those of you who regularly work with NTSC video material will be pleased to know that the . 
computer now fully supports Drop-Frame timecode for offset and locate calculations. When 
you are working with Drop-Frame, enter "30" in the "Frames per Second" field on the Session 
Page of the setup menu, and enter "YES" in the "Using Drop-Frame?” field. 


PLEASE NOTE that the two features just mentioned are not currently supported on SSL 
systems interfaced with Q-Lock synchronisers. 


We hope you enjoy using this latest SSL software. As always, we're pleased to hear from you 


with comments and suggestions for inclusion in future releases. And we look forward to hearing 
your next releases as well. Here's hoping they're all hits! 
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INTRODUCTION 


This manual contains all the information you need to use the SSL Studio 
Computer system, both the main system and the optional extras Total Reeall, 
Real-Time System and the Events Controller. 


If you are unfamiliar with the system, we recommend reading the tutorial 
section first, and then working through it trying out the examples it 
gives. This section is designed as a detailed, step-by-step introduction 
to the main features of the system; by the time you have finished it you 
should have no trouble getting what you need. 


The main descriptions and reference section gives details of most of the 
funetions of the system: you will find that there are many of these, so the 
section is quite long. Again, if you are unfamiliar with the system, don't 
be put off. It has been designed to be the most powerful studio automation 
system available, but also the simplest to use and the most consistent. 
You will find that you don't need to learn many of the functions before the 
system is very useful to you; the rest are there to help you when and as 
you need them. 


Automated mixing is of course one of the main functions of the system: 
since it is a major subject on its own it has been given its own section: 
so have the various optional add-ons. 


The section on setup and customising tells you how to make sure the system 
is tailored to your needs. 


The short reference section provides a complete but compressed description 
of all the commands. 


The diagnostic section contains descriptions of the tests that are 
provided to verify that the system is working correctly. Normally you should 
have no need to refer to these. 
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Improvements to the SSL Events Controller 
IMPORTANT INFORMATION FOR PRODUCERS AND MIXING ENGINEERS 


Most SSL Events Controllers worldwide have been converted to run our latest software update, | 
E62.TR, which provides advanced features including: 


* Improved off-line entry of Events. 

¢ Improved off-line editing of Events List. 

¢ Copying of Events times into the Cue List. 

¢ Option of firing only single Events, or only Events on or below the cursor. 


THESE NEW FEATURES SIGNIFICANTLY INCREASE THE SPEED AND 
VERSATILITY OF THE SSL EVENTS CONTROLLER. A FEW MOMENTS READING 
THIS BULLETIN WILL FAMILIARISE YOU WITH THEM IN ADVANCE OF YOUR 
NEXT SESSION. 


NAMING EVENTS: 


Enter the usual Command Line: [NAME] [EVENT] [EXECUTE] to call up the Events List. 


¢ The screen will display: | 
ia 


10:26:07.22 
SMPTE (or EBU) 
- * NAME EVENT 


no events 


¢ The EVENT ENABLE button and the individual Events buttons may be used in the 
same way as with the previous software to enter Events into the List. 


The new software also allows "off-line" entry of Events into the List: 


¢ With the tape either rolling or stationary, press the [EVENT] key. For example, if the 
tape was rolling and the [EVENT] key was pressed twice with a five second interval, the 
resulting Events List would look something like this: 


10:26:59.2 
SMPTE (or EBU) 


10:26:50.22 
10:26:55.22 
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NAMING EVENTS (continued) 


You may now position the cursor in the Machine column on the line of the Event which you 
wish to define. In the example below, it has been positioned on the line for Event 2. Pressing 

the desired button on the Events Panel, (for example "Cart A Start’) will define what happens at 
the time of Event 2. Alternatively, just type the Event Button number (1-16), and [EXECUTE]. ~ 


10:26:59.22 
SMPTE (or EBU) 


10:26:50.22 
10:26:55.22 


# Cart A Start 


ADDING TQ AN EVENT. 


If you want more than one device's trigger to fire as part of an Event, position the cursor 

anywhere on the line of the Event to which you wish to add. Then press [JOIN]. The list 

will open to accept the additional definition. For example, if the cursor had been positioned 

on the Event 1 line and [JOIN] was pressed, the list will open to accept an additional device 
trigger as part of Event 1: 


10:26:59.22 
SMPTE (or EBU) 


10:26:50.22 
# 10:26:50.22 
10:26:55.22 


Cart A Start 


+ You may now use the cursor key and the desired Event button to define the additional 
device trigger which is to become part of Event 1. 


¢ When you are ready to leave the Events List, press [END] to save the List to disc. 


NOTE that in this new software release, the cursor key must NOT be in the time column when 
you press [END]. Nothing bad will happen if it is (the Computer will just beep at you) — but it 
won't save the list. This is because [END] may now be used as part of a command line to 
modify Events times. These features are described next. 


MODIFYING EVENTS TIMES 


When the cursor is positioned in the Events List time column, you may change the time of that 
Event in many different ways. Some examples: 


¢ Enter a new timecode value. This will simply replace the existing Event time. 

¢ Enter a name or number from the Cue List: [CUE] 6 [EX]; or [CUE] Door Slam [EX]. 

¢ Enter the current Drop-In Start Time: [DROP-IN] [EX]. 

¢ Enter the current Drop-In End Time: [END] [DROP-IN] [EX]. 

¢ Enter the current Title starting time: [TITLE] [EX]. 

¢ Enter the current Title ending time: [END] [TITLE] [EX]. PAGE 2of 3 
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MODIFYING EVENTS TIMES (Continued) 


One other command line that is useful for replacing the existing Event time is [HERE] [EX]. 
This inserts the current tape time. In addition to replacing the Events time with a completely new 
time, you can modify it either by nudging, or by calculation. 


* To nudge the Event time, use the + or - keys. Each key stroke will add or subtract one 
frame from the existing time. 


¢ To add or subtract larger numbers from the existing time, enter the amount of time 
followed by the plus or minus key and the [EX] key. For example, to add 30 seconds, 
position the cursor in the time column for that Event and enter :30 + [EXECUTE]. To 
subtract 1 minute and 25 seconds from the existing time, enter 1:30 - [EXECUTE]. 


COPYING EVENTS TIMES TQ THE CUE LIST 


Just as you can insert times from the Cue List into the Events List, you may now also copy 
Events and their times into the Cue List. 


¢ Position the cursor on the desired Events line and press [COPY] 


The Event time will appear on the Title’s Cue List at the appropriate chronological point. The 
computer will automatically assign a sequential Cue number to the Event time. You may replace 
this with a Name as usual if you wish. If the Event has a device name associated with it, such 

as "Cart A Start", this name will appear on the Cue List. If the Event has several device names 
associated with it, only the name appearing on the line where the cursor was positioned when 
you entered the [COPY] command will appear in the Cue List. 


OPTIONS AS TO WHICH EVENTS TRIGGER 


Depending on your style of work, the Chief Engineer of your facility can customise your 
programme discs to provide one of three options: 


¢ Old standard - all Events trigger on playback 
¢ New standard - only those Events at and below the cursor trigger on playback 
¢ New option - only the Event at the cursor triggers on playback 


The Event Override button works as usual in any of these modes. 
These are NOT menu options — they are set by software switches within the programme. If 


different engineers in your facility have different preferences on this matter, please ask your 
Chief Engineer to create a set of discs for each of the required Options. 


USING THE [GO TO) KEY 


Here's a handy short cut. When the cursor is in the Events List's time column, pressing the 
[GO TO] key will initiate a locate command to the indicated time. 


A NOTE OF IMPORTANCE 


The new Events Controller features described in this bulletin are not currently available for 
facilities using the SSL/Q-Lock Synchroniser interface. 
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New Features for SSL Integral Synchroniser 


IMPORTANT INFORMATION FOR PRODUCERS AND MIXING ENGINEERS ae 


Most SSL consoles equipped with the SSL / Adams-Smith synchroniser system have been con- 
verted to run our latest software update, E62.TR, which provides advanced features including: 


¢ Master Machine Resolve to House Sync is now selectable from the SSL Keyboard 

¢ The LTC Timecode Generator is now controllable from the SSL Keyboard 

¢ The D & E machines are now controllable from the central SSL Transport remotes. 
¢ The Record Enable function may now be selected to any or all machines. 

¢ The Synchroniser Status panel now provides better machine status indication. 


New features for the SSL Events Controller and the Total Recall™ Computer are also included 
in this programme. These are discussed in a separate bulletin. 


THESE NEW FEATURES ARE ALL EASY TO USE, BUT IT WILL BE WORTH A FEW 
MOMENTS READING THIS BULLETIN TO BECOME FAMILIAR WITH THEM 


ENABLING THE SYNCHRONISER 


¢ Enter the command [SYNC] ON [EXECUTE]. 

¢ Then select those machines that you want on-line (A-E) with the top row of keys on the 
Sync Status panel. 

¢ To tum the synchroniser system off, enter the command [SYNC] OFF [EXECUTE]. 


DESIGNATING THE MASTER MACHINE 


The Master Machine will always be the A Machine unless you instruct the system to make 

the B or C machine Master. To designate a machine as Master, enter its letter followed by the 
letter "M" (for Master). For example, to make the C machine the Master, enter the command: 
CM [EXECUTE]. 


You can also create a Master Group, in which two or more machines are treated as if they 
were one during all Marking and Offset operations (described momentarily).To make machines 
A and B a Master Group, enter: [SYNC] AB [EXECUTE]. The Sync Display page which is 
described momentarily) indicates that a Master Group exists by showing the mark point for only 
the first machine in the Group. The machines in the Master Group and their associated offset 
information are stored as part of the Title information on the Reel Disk. 


Normally the system derives Reel Disk Timecodes (Cue Points etc) from the Master 
Machine. If you create a Master Group, you need to instruct the system which machine's 
timecode should be used as the Reel Disk reference. To do this, enter the SETUP menu with the 
command line [SETUP] [EXECUTE], followed by a second press of the [SETUP] key. This 
calls the Synchroniser Machine Setup page to the screen. Place the cursor next to the machine 
which reel disk timecodes are to be derived, and then press [SETUP] [END]. 


On this same page, you may enter the names of the machines in the synchroniser system and 
their associated number from the SSL Machines Page. 


To remove a Master Group, the command line structure is : A? [EXECUTE] B? [EXECUTE]. 
(Where A and B are the machines in the Master Group). 
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THE SYNCHRONISER STATUS PAGE 


To call this page to the screen, enter the command [SYNC] [EXECUTE]. If the system is in 


MIX mode, you must use the non-abbreviated command line [LIST] [SYNC] [EXECUTE]. 


The display will look something like this: 


Transport Position 


BVU 800 10:25:28.06 


1:12:43.13 
30:49.14 
16:20:39.22 


USING MARKS 


This first display indicates all machines that have been selected into the system, and which is the 
Master (indicated by the letter M in the first column). It also indicates the current positions of 
each machine, and their "Mark" points. Marks define a cue point for common program material 
which may be at different timecodes on each reel -- in other words, Marks are Sync Reference 
Points, which can be used to determine offsets when their values are not known. 


10:25:14.04 
1:12:29.01 
30:35.01 
10:20:16.06 


* Locate all reels to a point where they are approximately in sync. 


* Use the command line (Machine) [AT] (Time) [EXECUTE], where (Machine) is any one 
of A,B,C,D and/or E; and where time is any of the usual SSL time-defining conventions 


except the [HERE] key. 


« Always remember to mark all of the machines being used in a particular operation, as 


offsets are calculated with reference to the master machine's mark points. 
¢ For convenience, you may mark multiple machines with a command such as: 


ABD [HERE] [EX]. 


OFFSETS 


The Left and Right cursor keys toggle between the first display and one that shows Offsets 


instead of Marks: 


Transport Position 


10:25:28.06 


BVU 800 


MTR 90 1:12:43.13 
MTR 12 30:49.14 
A810 10:09:05.02 


Offset 


14:47:14.22 


14:05:20.22 
23:55:02.02 


The computer has calculated the offsets from the Marks that were entered. If you already know 


the correct offsets, you can enter them directly on this page instead of using Marks. 
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MODIFYING MARKS AND OFFSETS 
You can add to or subtract from the times shown in the Mark or Offset column by using a 
command line such as: (Machine) + (or —) (time) [EXECUTE]. If you do not specify a time in 


this command line, the system assumes you want a one frame "nudge". Note: The [REPEAT] 
key is useful during this function, allowing you to adjust the timecode by the same increment (for 


example + :02) with a single keystroke. You may also insert a completely new Mark or Offset by | 


using a command such as (Machine) [AT] (time) [EXECUTE] -- note that (time) can be a new 
timecode, a Cue point, or any of the other SSL time-defining conventions 


STQRING AND LOADING MARKS AND OFFSETS 


Once you have determined the proper Marks/Offsets for a particular operation, you may store 
that information on the Reel Disk in the Sync Preset List. There is a Sync Preset List for each 
Title. To store Marks and Offsets, enter: [NAME] [SYNC] [PRESET] Fred [EXECUTE], 
where "Fred" is the desired name for the Sync Preset. To load Marks and Offsets, enter [PLAY] 
[SYNC] [PRESET] Fred [EXECUTE]. To load and simultaneously locate all machines to 
their Marks, enter [GO TO] [SYNC] [PRESET] Fred [EXECUTE]. If you make changes to a 
Sync Preset and wish to store them, you may either name a new Sync Preset or you can enter 
the changes into the existing one with the command [REVISE] [SYNC] [PRESET] [EX]. 


RESOLVING THE MASTER MACHINE 


Enter the Setup Menu with the command [SETUP] [EXECUTE]. Then press [SYNC]. A menu 
will be presented, from which you should select the "Resolve" option. Ensure that the LTC 
generator is switched to "Vid" or "Ext", and that these inputs are being fed from a suitable signal 
source such as video sync pulses or pilot tone. Note: When operating the system with a single 
machine selected, only the designated Master Machine will be resolved. 


Park Before Play — Other options that you can set from this page include whether the system 
powers up with SYNC On; and whether the system waits for all machines to Park before issuing 
the PLAY command. If you select the "No Wait To Play” option, the value entered in the "Play 
Window" line tells the system how close the slaves must be to the Master before the PLAY 
command is issued. 


GENERATING TIMECODE 


When the system is in SYNC On mode, timecode generation is handled by the A-S LTC gen- 
erator instead of the SSL generator. Typing SMPTE [EXECUTE] calls a screen that displays 
instruction for timecode generation. You may use the SSL keyboard to pre-load a specific time 
from which the generator will start. You may also use the [JOIN] key to initiate Jam Sync, in 
which mode the LTC Generator will lock to the timecode being fed into the LTC reader. 


NOTE: While the A-S generator is running, all normal SSL computer functions can be used. 


SETTING THE A-S TIMECODE FRAME STANDARD 


Press [SETUP] [EXECUTE] to enter the Setup Menu, then type S for the Session Page. You 
may now enter the frame standard (25, 30 or 29.997 Dropframe). You can override the menu 
setting by adjusting the switch on the A-S LTC generator panel. If you override the SSL system 
in this manner, note that every time you enter the Setup Menu or reset the computer, the SSL 
system standard will again be downloaded to the A-S. 
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MULTIPLE MACHINE RECORD ENABLE 


The bottom row of switches on the Sync Status panel enable and disable computer control over 
their associated machines’ master Record buses. When a machine is Record Enabied, its 
RECORD indicator in the Sync Status display will flash. 


TRANSPORT CONTROL OF THE D AND E MACHINES 


The new software allows you to control the D and E machines from the SSL transport remotes 
beneath the keyboard. Note that the tallies within the transport buttons will not light when they 
are being used to control the D or E machine. (This is because the transport cables for the D and 
E machines do not route through the Master Transport Selector's hardware interface). 


THE "TIME TQ SYNC” DISPLAY 


When the Synchroniser Status Page is on the screen, you may use the Up and Down cursor keys 
to toggle between displays that indicate the current Position of each machine and displays that 
indicate the Time To Sync of each machine. As each slave locks to the Master, its Time to 
Sync value is replaced with a solid bar. 


Transport Time To Syne 


BVU 800 - | 10:25:14.04 
MTR 90 

MTR 12 14:05:20.22 
A810 10:20:16.06 


When Master Resolve is enabled, a solid bar will also appear next to the Master Machine when 
it is resolved. 


NEW SYNC STATUS PANEL DISPLAYS 

The Sync Status Panel format now provides the following information: 
RECORD Flashes when Record Enable is selected; On when machine is actually recording. 
PHASE Lights when a machine has a lock error of greater than 5/100ths of a frame. 


LOCATE Lights only when a machine is locating, and at no other time. 
PARKED Lights when a machine is parked or stopped. 
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PLEASE READ THIS BEFORE DOING ANYTHING 
WITH THE NEW E62.TR PROGRAMME DISC !!! 


1) Hardware Modifications are required before using this disc. 


Various modifications to the console and computer hardware are 
required before installing the new programme disc. Complete 
Information Sheets are provided. If you have any questions after 
reading these, please contact SSL Service. 


2) Software Switches must be set before placing this disc in 
service. 


In previous software releases, we tried out a "customising"” 
programme (!DC) which we had hoped would save you time in installing 
the correct options and Setup details for each console. This was not 
a great success and has been eliminated. Instead, we are providing 
you here with the information required to customise the programme 
yourself to suit your particular SSL System: 


STEP 1 : Refer to the Hardware PnEoumal scm sheets provided and 
perform all necessary modifications 


STEP 2 : Load the new Programme Disc and make a copy of it by 


entering the command [COPY] ALL [EX]. Then put the original away 
safely. 


Please do NOT perform any other operations with, on or to this 
disc! 


STEP 3 : Load the Copy you have just made. Next, you will use the 
MODIFY programme to set the necessary software switches. If you are 
unfamiliar with this function, please refer to Section 8-11 of the 
Computer Instruction Manual first. 


All computer options are controlled by software switches at 
locations in the DF programme. Use the MODIFY program and the Table 
on the next page to customise the disc for your system. 


more... 
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Unless otherwise stated below, each location will contain a "0" if 
the option is disabled. Changing this to a "1" will enable the 
option. 


LOCATION FUNCTION 


nie PROCESSOR TYPE. Enter 1 if you have a 4/30 Processor, or 2 if you have a 4/90. 


[NB - The 4/30 has plugs mounted on the top of the board; the 4/90 has sockets] 

2F Enter 1 if more than 56 channels, or a Programmable EQ or Effects Row is fitted 
Enter 1 to enable the Clock/Calendar iene hl 
Enter 1 if console is fitted with Channels A-H 
Enter 1 if Real Time/Events interface is fitted. Enter 2 if Synchroniser interface is 

fitted. Enter 3 if both are fitted. 
10 Enter 1 to enable Total Recall. 
20 This location determines the Display Tolerance, 1-32 (Hex), andiis normally set for 1. i 


ine) 


1 Channel Address Switches In Use, Enter 1 - See accompanying notes. 
30 Console Type: Enter 4000 or 6000. 


2A If Stereo Modules are fitted, Enter 1. 


1D If Master Transport Selector is fitted, Enter 1 


13 If Synchroniser Interface is fitted, Enter 1. See Also Location 16 (above). 


2D If Programmable EQ is fitted, Enter 1. See Also Location 2F (above). 


11 If Real Time is fitted, Enter 1. See Also Location 16 (above). 


—_ 


2 \f Events is fitted, Enter 1. See Also Location 16 (above) 


45 Events Options. Enter 0 if all listed Events are to be fired. Enter 14 if only those 
Events at or below the cursor are to be fired. Enter FFFF if only the Event at the 
cursor is to be fired. 1 is the normal option. 


32 lf ADR Relay Board is fitted, Enter 1 : 


14 If Effects patchrow is fitted, Enter 1. See also Location 2F 


If Printer is fitted, Enter 1. Then use Setup Menu for printer type and options. 


STEP 4 : After having entered all the necessary information in 
programme DF in accordance with this Table, complete the modify 
routine by entering END. Once again, please refer to the SSL 
Computer Manual Section 8-11 if you are unfamiliar with the 


Modify programme. 
more... 
PAGE 2 of 8 


E62.TR SOFTWARE INSIALLAliuw 


3) Certain earlier E Series Programme Patches Must Be Avoided. 


E62 patches # 1 through 15 inclusive, # 83, 86, 94, 95, 96 and 97 
should NOT be re-installed on this new disc under any circumstances. 
Neither should patches for earlier versions of E Series software. 


If you have an SL 6000 E Series desk with automated 688 faders, you 
should reinstall patch # 93 on this disc. The following specialised 


user patches from E62 may be reinstalled on this disc at the user's 
discretion: 


#90 - 24 Hours Calendar Clock 
# 89 - Reverse Cue List 
# 99 - Box Around Notes Page 


These patch details are included elsewhere in this documentation. 


4) The various Setup Menus must be configured before placing 
this disc in service. 


The various Setup Menus (accessed by [SETUP] [EXECUTE] and then 
follow the screen instructions) must also be configured. Refer to 


Sections 8-1 through 8-10 of the computer instruction manual for 
details. 


The following machines are included on the Tape Machine menu page: 


List of Tape Machines 


ALBRECHT MB 51 9 SONY VO 5850 
AMPEX MM 1200 10 SONY 3324 

JVC 6600 11 STUDER A80 VU 
MCI JH16 or 24 12 STUDER A810 
MITSUBISH X850 13 STUDER A800 II 
OTARI MTR1O or 12 14 3M M79 

OTARI MTR90 I 15 

SONY BVU 800 16 


1 
2 
3 
4 
S 
6 
ih 
8 


A complete list of tape machines currently supported, and the 
recommended parameters for each, is given on the following page. 
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SECTION TWO TUTORIAL 


CUE POINTS 


So far, you are able to name titles for reference and use them to find points 
on the tape. However, there may be many other points that you want to note - 
and refer to: these are usually called CUES. Earlier, you saw how to mark 
andfind a single cue by typing HERE EX then GOTO EX ete. The SSL system 
provides much more comprehensive cue facilities than this, though. Try 
typing 


NAME CUE EX 


You will see that a list appears on the sereen, looking like the one printed 
opposite. This is a CUE LIST, and at the moment it contains one cue, which 
in this ease is a number given by the computer to the current time. Run the 
tape and make several more cues: each cue gets a new number. 


These cues can now be used for autolocation: they are just something else 
that deseribes a time. Type 


GOTO CUE EX 
and the machine will locate to the most recent cue you named: notice that it 


has a marker by it, just as in the title list; it is the CURRENT CUE. You 
ean locate to any other of the cues by typing, for example 


PLAY FROM CUE 3 EX 
and it then will become the eurrent cue. 


Cues are not limited to being given numbers: numbers can be confusing. Who 
can remember, three days later, whether the shootout scene that needed work 
was at cue 97 or 135? Instead, you can give the cues names. Type 


NAME CUE SHOOTOUT EX 


and you will see the name appear in the list. Note that the time of the cue 
is the instant the EX key is pressed, so if the tape is moving, the way to 
mark a cue with a name is first to type everything except the EX and then 
tohit it at the correct instant. 


Having given the cues names, you can then refer to them by typing just enough 
to identify them, just as with titles. In this case, 


GOTO CUE S EX 


will be enough. After that, SHOOTOUT becomes the current cue and next time, 


GOTO CUE EX 
is all you need. 


2-15 


TAPE MACHINE INFORMATION 


STUDER A 820(0) § Q | 
Meiiimees iat apameeuan Ge | a! 
AMPEX ATR 124 OTARIMX70§ 
: 
U 


JVC 6600 § OTARI MTR 90 Mk II STUDER A800 MkII /Mk II! 
LYREC TR532 SONY 3324 STUDER A810 


MCI JH 16 or 24 @ SONY VO 5850 § TELEFUNKEN M15A Lv | 
MITSUBISHI X-80/80A § SONY BVH 1100/2000 § 


MITSUBISHI X-800 H SONY BVU 800 § @ 


TAPE MACHINES CURRENTLY SUPPORTED BY THE SSL STUDIO COMPUTER 
(@ indicates that an Adams Smith relay board is required) | 


( § indicates that an SSL Machine Interface is required) 
Autolocate Decision Interval 


ae 
Forward Direction Sense WH Low _| Low | Low | Low High | High ul 


Caan ie 
| Multiple Play Speeds?_————s|No__|Yes [Yes |No |Yes lYes [No |No [Yes Yes [Yes _| 


MACHINE PARAMETERS 
Autolocate Type 


perros elec lalate tebe tele Cele 
At Standard Play Speed _|50 30 30 | 25* | 16 50 50_| 40 40_| 40 
| TargetWindow | 2.00 | 4.00 [4.00 {4.00 [1.00 [1.00 |1.00 |2.00 [1.00 [2.00 [1.00 [1.15 _| 
A tS SE OH 
Drop-In Command Type Pasa he ee eee 


1 
Drop-In Rehearse Holdoff ali p25 {10 {12 | seth A 2 
Time For Machine to Start Up 1.15 [1.15 [0.20 Ls 


IRE rea ree 0.12 
Time Before Sure Tape Stopped oo a8 


Pessimism Factor (Fwd) 20 is 
Pessimism Factor (Rwd) 16 ste ea a eho 
Short Locate Time (Secs pape poe Pop ot ats | eel | 


Max Stopping Distance (Secs) 


MACHINE PARAMETERS a ate pe Lee ol R SES J Te 


Autolocate Type Bit a 1 2 
0.03 | 0.00 = soo Pau! 0.02 | 0.03, ae ane cos 
a i ig Low Low oe a ara ae 7 how 
ipa re 


Autolocate Decision Interval 
| Yes | | Yes | |_Yes | | Yes | lYes | 


Forward Direction Sense (L/H) _ 
11.00 _| 1.00 ee = 100 


Multiple Play Speeds? 
= 


Pulses Per Second at 15ips OR 
¥6 SESE EE = 
: : oe 1.15 = 
1.00 |0.18 [0.12 [0.18 |0.18 8 5 oe 
g00| 18 


At Standard Play Speed 

Target Window 

i i 1.1 

a 1 5 

Pessimism Factor (Fwd) 12 aT 161 141 10 
Pessimism Factor (Rwd 12 ~ = C = : 
Short Locate Time (Secs) 4 ee 
Max Stopping Distance (Secs) 40 


Drop-Out Command T 
Drop-In Command Type 

PLEASE NOTE that it may be possible to improve on these values with your particular machine. Feel free to experiment as usual, and let us 

know if you find a better combination. See Notes on Tape Machine Parameters on the next two pages of this bulletin. 


* VIDEO MACHINE USERS PLEASE NOTE: If you are working with 30 Frames Per Second, the values shown above in the "Pulses Per 
Second at Standard Playing Speed" row as "25" should be changed to "30". If this value alone is changed, the computer will recalcuate 
certain other already-entered values that are derived from the pulse rate. You will then have to change those changes back to the values 
shown in this chart. Sorry, but there is no easier way around this. It should not inconvenience you more than once in most cases. 


**SONY 3324 USERS PLEASE NOTE: The value shown in the Pulses Per Second column applies when using 48KHz sampling rate. The 
correct value when using 44.1KHz sampling is 24 Pulses Per Second. 


more... 
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NOTES ON ADJUSTING TAPE MACHINE PARAMETERS 


The Setup Menu Page M (Master Machine) allows you to fine-tune the control parameters 
for your specific tape machine. If you want to try improving on the values shown in the 
Table on page 4 of this bulletin, the following notes will be helpful. 


AUTOLOCATE TYPE 


You should NOT experiment with this value, but knowing what it means will help you 
understand the other parameters discussed below. For a more detailed discussion, see 
section 8-9 of the Computer Instruction Manual. 


TYPE 1 "Jearns" the characteristics of the machine it is controlling, and improves in 
accuracy with each succesive locate. 


TYPE 2 is used with machines whose built-in microprocessors are making their own 
decisions about how to handle the tape. These machines do not behave as classical 
mechanical systems, but they are still somewhat predictable. 


TYPE 3 is used with machines that stop almost instantly, such as video machines. 
DECISION INTERVAL 


If the Autolocate Type is set to 3, this parameter is totally ignored by the computer. For 
Type 1 and Type 2 machines however, it is very significant. Basically, the Decision Interval 
setting determines how frequently the computer checks the tape speed during a locate. It 
therefore determines the amount of time between "toggles" of the fast forward and rewind 
keys. 


Lower values yield more frequent toggles, but the measurements of speed and deceleration 
tate become less precise. Higher values will result in earlier and less precise toggling. 
Values that are too high may well cause the machine to stop short of the target. The most 
useful values will generally be between 0.01 and 0.07. 


The Decision Interval value also determines the weight given to the Pessimism values, 
which are discussed on the next page. Typically, a doubling of the Decision Interval 
approximately quadruples the effect of Pessimism. 


For this reason, you will note that a small change in the Decision Interval will typically have 
a far more pronounced effect than a larger change in Pessimism values. 


PESSIMISM FACTORS 


These values help the computer to compensate for the fact that the maximum stopping 


distance in a given situation varies depending on the rates of acceleration and deceleration 
involved in the locate. 


Type 1 and Type 2 machines: 


If the pessimism value is set too low, the machine may overshoot the target. If the 
pessimism value is too high, the machine won't overshoot, but it will take longer than 
necessary to complete the locate. 


PESSIMISM FACTORS (Continued) 


For Type 1 machines, the pessimism values must be set in the range of 0 to 16. When 
adjusting this, remember that Type 1 is the most intelligent in that it self-corrects on 
successive locates. Each time you change the pessismism, observe the effect over a series of 
different locates before judging the effect of your change. 


For Type 2 machines, the pessimism values may be set anywhere in the range of 3 to 20. 


Type 3 machines: 


The effect of pessimism values on these machines is limited. The more significant factor is 
Maximum Stopping Distance (see below). If you do decide to experiment with pessimism 
on | 
Type 3 machines, note that they react to changes in the opposite manner to Type 1 and 2. In | 
other words, for Type 3 machines the lower value yields greater pessimism. Values in the | 
range of 1 to 800 are acceptable. 
} 
| 
t 


MAXIMUM STOPPING DISTANCE 


This value is ignored by Type 1. To adjust it for Type 2 and 3 machines, get the tape 
spooling at its fastest speed and press stop. Use a stopwatch to clock how long it takes for 


the tape to stop. To the nearest second, this time should be entered as the Maximum 
Stopping Distance. 


SHORT LOCATE TIME 


This value applies to Type 2 machines only. Many of these machines respond to commands 
to locate to points within several seconds of the current tape position result in the transport 
charging off at high speed only to overshoot the destination almost immediately! 


Experiment with the machine to determine the minimum locate distance for which this does 
not happen. For example, if the machine locates perfectly to a point six seconds away, but 


overshoots on locates under six seconds, the correct value for Short Locate Time would be 
6 seconds. 


Once this is set, any time a command is given to locate to a point that is six or less seconds 
away, the Computer will apply eight times the normal pessimism value to avoid overshoot. 


A GENERAL NOTE 


Additional information on SSL Tape Machine Parameters is given in the SSL Computer 
Instruction Manual, pages 8-6 through 8-10. 


If in your wanderings you uncover a particualrly slick set of values for any machine, we 


would greatly appreciate it if you would take the time to write to us directly in Oxford and | 
let us know. 


Address your note to: . 


Solid State Logic 
Begbroke, Oxford 
England OX1 5RU 


Attention: Software Development 
Many thanks. 
more... 
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4) Password Protection Is Now Available for the Setup Menus. 


A surprising number of the trouble reports which reach us turn out 
to be the result of someone having played with the Setup menu values 
when the mixing engineer was out of the room! If this has ever 


happened to you, the Setup Menu Security Utility will probably be 
of interest. 


When the password option is in use and anyone enters the command 
([SETUP] [EXECUTE] followed by the page access letter, a small dot 
will appear in the upper left hand corner of the screen, instead of 
the requested menu. This is the prompt to enter the password, which 
consist of two command key strokes of your choice. If the alien 
intruder tries random combinations, the computer will eventually 
warn them on the screen that they have only one more try to get it 
right.If they are unsuccessful, the computer will close down and 
require re-booting from the disc drive. 


To enable this security option, use the Modify utility and go to 
Location 3 in the DF programme and add hex value 80 to the value 

in that location. If the value is already greater than 80, the 
security option has already been enabled. To turn off the option, 
subtract hex 80 from the value in location 3. (For those of us unable 
to perform hexidecimal arithmetic in our heads, the computer will 
automatically handle these calculation if you enter: 


{ (original vdlue in location 3) +/- 80] 


To set the password (or to look it up after you've forgotten it!), 
go to Location 23 in the DF Programme. You can select any two of t 


command keys shown below as a password by entering the number shown 
here for each key: 


COMMAND KEY 


AT 
SYNC 
CUE 
CYCLE 
DELETE 
DROP IN 
END 
FROM 
GOTO 
HERE 
TITLE 
LIST 
MIX 
NAME 
PLAY 
TO 


For example, if location 23 contained: 
0046, the password would be DELETE END 
QOF1, the password would be TO SYNC 
and so forth. 


NOTE: 


This option is NOT documented in the 
generally released operating manual 
for obvious reasons. 


TAMOODPOONOOIARWN=O 
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6) Upon completion of all patches and Setup menu eniries: 


Congratulations. We know it was a bit of work, but you're almost 
done. Please take the disc that you have just patched and copy it 
using the [COPY] ALL function. Then remove the master, and label it 
as the Patch Master, and put it away very safely. 


We recommend that you label the copy you have just made as the 

Copy Master, and use it to generate all working copies and special 
variations. This should mean that you will have the hopefully non- 
corrupted original to refer in the event of a disaster; a generally 
untouched Patch Master customised for your particular installation; 
and a generally available Copy Master from which to generate working 
copies. 


7) Finally: 


Having performed all software patches AND all necessary hardware 
modifications, place the copies generated from the Copy Master 
into service. 


Along with the technical documentation, there is an "Operator's 
Information” bulletin included with this disc. Feel free to make 
photocopies of this and distribute it to all engineers, producers and 
seconds, so that they will understand the new features. 


As always, we look forward to your comments and suggestions. Enjoy. 
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This page, as ever, is blank. 


E62 - Features -i- June 25, 1985 


E62 - THE NEW RELEASE OF SOLID STATE LOGIC E-SERIES SOFTWARE 


#X#SET CL 


17:24:28 .28 


TINE 


SET THE DATE AND Tite 


DATE Cyrimnth: dayl— 85:33:18 
Chers:i mins) 


ice Cito Seely ou 
en 


Enter time as 241 hour clock 


8:52.05 


When Finished writing 


NIteSes, 
Press 


EnMD 


“title RUN AWAY — 


Notes page 


. peasncaieattane eam ae wateaceane SL TED ATA GST T EEET 
CSU A) = Bx 20 


(CUE 2) 
PROD: ECHO 
PRE: 620 PhS 

{CUE 32) 


(CUE 4) 
DELAY: 474 
FEED: +4 


——- AMS RMX 146 


DELAY : 
—— ENT 


O-? 97 MIF 


——- ROLAND DDT 
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The time has come round once more for a new release of E-Series Software. A 
number of new features have been introduced to intially confuse, but hopefully 
amaze you. This description introduces these features and gives a few pointers . 
as to their use. a 
Commands to the computer are indicated in the same format as that of the 
Computer Instruction Manual ( explained on page 1-6 ). 

TIME AND DATE. 

An inbuilt calendar/clock has now been incorparated into the system to provide 

a calender display in the List page and automatic time and date stamping of 
titles, Total Recall Setups, and mixes. The clock circuit has battery back-up 
and should only require setting once. 

To set the clock enter SET CL EX 

The screen displays a box to enter the values. 


Type EX after completing each line. 


To see the time on the screen type TI EX 


To view the time and date pages in the title and mix lists use the Down cursor 
key. The Up cursor key returns you to the previous list display. 


The Session page in the Set-up menu allows you to select whether you wish Time — 
and Date to be displayed on the LIST page. 
USER NOTE PAGES. 


Four pages of user notes are now available for each title. Each page consists 
of 16 lines, each of which can contain upto 31 characters. 


To write or view the notes pages enter TITLE LIST EX 

Information is entered on a line by line basis. An arrow identifies the line 
to be used and characters. can be entered in a similar fashion to the Track 
list. 


EX terminates the line and positions the arrow on the next line down. 


The UP/DOWN keys move the pointer arrow from line to line, and the LEFT/RIGHT 
keys let you flip between the four pages. 


Type END ‘to leave the notes page and store it on the reel disk. 
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E62 - THE NEW RELEASE OF SOLID STATE LOGIC E-SERIES SOFTWARE 


NEW MIX FEATURES. 


In the Mix mode full use of the autolocation routines is now possible. When 
combined with the existing Rollback feature, a new powerful mixing tool is 
created. 


CYCLE MIX. 


It is now possible to cycle a title or mix, or a section of a title or mix, 
when mixing is enabled. This allows a mix to handled section by section and 
each section itself refined until satisfactory. 


For example when making an intial mix, entering 
CYCLE TITLE TO CUE 4 EX 


will cause the tape to be located to the title start time and enter play. The 
faders will be in their Absolute Status and a mix can be made. 


When the tape reaches CUE 4 it will enter rewind and locate back to the start 
of the title and start playing, but this time in MIX REVIEW. 


This means all the moves made on the first pass will be replayed until, using 
the JOIN or REVISE keys, you decide to return to writing the mix. You have the 
option of either using JOIN at the start of the each cycle to mix the section 
as a continuous pass or, by using JOIN later and later in each cycle, the mix 
can be refined in small segements. 


The JOIN point can of course be specified with the command: 
AT (TIME) JOIN EX 


Hiting END whilst the tape is locating stores the mix for the complete 
duration of the Cycle. Hiting END _ whilst the tape is playing would, as 
normal, store a mix with a duration from its starting time to the time END was 
pushed. 


CYCLE JOIN MIX. 


This adds to the usefullness of the previous feature by allowing you to 
automatically join consecutive mixes created by CYCLE MIX to produce a 
complete mix of the title for further updating, or to update a section of a 
mix and, at the same time, generate a new complete mix including the update. 


For example if the first section of the title is stored as MIX A, the 
command 


CYCLE JOIN MIX A FROM CUE 4 TO CUE 8 EX 
will cause the tape to locate to Cue 4 and cycle from there to Cue 8. The 


Automatic Rollback will function asin CYCLE MIX. On hitting END a mix wll now 
be stored with a duration from the Title start time to Cue 8. 
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If while making MIX A COPY is pressed to store the Fader Status, then the 
faders will be locked in absolute during succesive CYCLE JOIN MIX operations. 
To cancel the fader status store operate the MIX ON/OFF key twice as normal. 


CYCLE MIX and CYCLE JOIN MIX can of course be used when mixes are being 
updated in TRIM. 


MORE MIX FEATURES. 
Drop-ins can be performed whilst mixing. 
Track naming can also be carried out whilst mixing. 


PLAY MIX now causes the tape to stop at the end of the mix. PLAY FROM 
MIX allows the mix to keep playing past its end time. 


The command AT JOIN returns you to MIX RUNNING from MIX REVIEW at the 
last specified JOIN cue. 


The ? key is now used to toggle between the display of the Mix name 
playing and number of sectors left in the mix buffer. 


EVEN MORE MIX FEATURES. 


When LEVEL MATCH is enabled during updating a mix by operating the MIX keya 
new feature has been introduced. 


As before, when in LEVEL MATCH, hitting a channel status button drops that 
channel immediately in to ABSOLUTE. If the status button is now operated a 
second time, the channel assumes an auto-takeover status such that, when the ed 
fader matches the level of the previous mix, it drops back into LEVEL MATCH 
(i.e. it is DISCONNECTED). Cancelling LEVEL MATCH at this stage, by pressing 
the MIX key will return the fader status to TRIM. 


COPY MIX 


This is a new routine to enable a mix to be copied and shifted in time 
relative to its original starting point. For example, if there is a Mix Chorus 
starting at 3:25.01 and finishing at 4:30.05, the command 


COPY ‘MIX *€*'T0 “5:20 EX 


will produce a new mix, starting at 5:20 and finishing at 6:25.04, which is an 
identical copy of the original mix Chorus. 


This new command allows you to lift a section of fader moves from a mix, shift 
that section in time using COPY MIX, and then jain the section back into the 
original mix using the offline JOIN commands. 


Finally a Mix Recovery program has been added so that, in the event of a fault 
occuring whilst mixing which causes the mix to stop, the current mix in the 
program disk mix buffer will automatically be transfered to the reel disk and 
a new mix name asked for. 
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GENERAL FEATURES. 
The + and - keys now give an instant locate and play sequence. 
+ or- GOTO locates and parks. 


+ CYCLE creates a cycle starting at the current tape position and a length 
equal to the default value of the + key. 


- CYCLE is similar to the above except the cycle start is at the current 
tape position less the default value of the - key. 


A moving pointer to indicate the last cue point nearest to the current tape 
position has been incorporated into the cue list. 


Time codes in the title and mix lists now display hours. 


The List now has room for the assistant engineer's name and also for sampling 
frequency. To enter use: 


AS __ for Assistant. 
SA_ for Sampling rate. 
A new feature has been added for the printer: 


The PRINT key, without using the EX. key, initiates a screen dump routine 
and prints the current screen display. 


To use the old print routines type: 
* PRINT TITLE EX for example. 


BEWARE SCREEN DUMPS CAN TAKE TIME. 


TAPE MACHINES. 

The current machine detail page has been expanded. It is now possible to 
change the parameters of the Type 2 and 3 autolocate programs directly from 
this page without using the Modify program. 


There are now four parameters for each autolocate type. 


Forwards Pessimism. Applies to type 1,2, and 3. 
Backwards Pessimism. Applies to type 1,2, and 3. 
Max. Stop. Distance. Applies to type 2 and 3. 
Short Locate Time. Applies to type 2 only. 


In addition a Multiple Play Speed option has been added. Enter NO for machines 
with only one play speed. The computer will then ignore the speed value 
entered in the LIST display. 


The Status Box will now display DF TC if dropframe time code is being received 
by the reader. 
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SYNCHRONISER. 


A new command has been added to the Synchroniser. It allows any combination of 
machines to be treated as a single machine as far as entering marks and 
offsets. 


For example if machine A was a video machine and machine B was a multitrack, 
having set up an Offset between those two machines, typing i 


SYNC AB EX 

makes machines A and B respond as one machine. The Mark display for machine B 
will now be blank. This allows mark points to be set up for those two machines 
with reference to a third machine without disturbing the offset between 
machine A and B. 

To clear this type A? EX and B? EX 


The SYNC PRESET List now contains the time code value of the master machine 
mark point for each preset. 


In addition this value is now a valid timecode number. This means that the 
command: 


GOTO SYNC PRESET EX 


will load the sync preset and locate all the machines to their mark points. 


PLAY SYNC PRESET EX 


as before, loads the preset information without locating the machines. 


Mark points can also be used to set a drop-in start time with the command: 


DROP IN AT SYNC PRESET EX 
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REAL-TIME. 


A number of new features have been introduced into the Real-Time system to 
expand it usefullness as an off-line Mix system. 


Presets can now include cuts and it is possible to crossfade to and from cuts. 


When playing a sequence all the normal features normally associated with 
updating a dynamic mix are available. This means that fader statuses can be 
changed whilst a sequence is playing using the LEVEL MATCH, AUTOTAKEOVER, 
and NO AUTOTAKEOVER functions normally associated with dynamic mixing. 


Tf the cursor is in the time code column, GOTO produces an instant locate to 
the selected timecode point. 


It is now possible to generate a Dynamic Mix from a Sequence. 


Having stored a Sequence, the Presets in that sequence can then form the basis 
of a dynamic mix and that mix can then be updated in the normal way. 


Enter MIX ENABLED and use a GOTO command to locate the tape to the required 
starting time. Use the EXECUTE key to enter MIX RUNNING and then stop the 
tape. Then enter 


PLAY SEQUENCE 


The fader level bargraph display will be replaced by the sequence display and 
the fader status indicators will change from ABSOLUTE to TRIM. If the sequence 
has crossfade times and switching times already entered, on starting the tape 
machine the sequence will play and the resulting fader moves stored as a 
dynamic mix. If there are no entries in the TIME field, then the Real-time 
fader and switches can be used to crossfade and switch between presets as 
required. In both cases, as the faders ere in TRIM, further fader movements 
can be superimposed on top of the preset fader levels and these also will be 
stored as part of the mix. Using the status buttons in conjunction with the 
two update modes, allows faders to enter ABSOLUTE or ISOLATE and return to 
TRIM as required. Operating the END key will cancel the Sequence and 


END EX 
will cause the mix to be stored on the real disk and a mix name asked for. 


This mix can be played back and updated as normal or, for example, played back 
in a PLAY CUTS ONLY status using the presets in the sequence to provide muting 
information only. This allows complex off-line mute sequences to rehearsed and 
stored prior to starting a mix. 


DO NOT PANIC that, when you try to store the mix using the above commands, 
the computer appears to enter its MIX RECOVERY mode. Thisis asmall software 
oversight and the mix is perfectly OK. Philip Cork, our very wonderful 
Software Development Engineer, promises to put this right in the very near 
future. 


EVENTS. 


The same locate routine as in the Real Time system, by use of the cursor in 
the TIME field and the GOTO key, has been incorporated. 
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SPECIFYING AND CHANGING CUES 


The last section showed how to name and use cues at the current tape time. 
However, you are not limited to working ‘on-the-fly’: if you already know the 
time, you can specify it: 


NAME CUE AT 4:16 EX 
NAME CUE FRED AT HERE t+:1 EX 


for example. 


A typical cue list is printed opposite: yours should by now be looking 
somewhat like it, and it is time to look at it more closely. 


Notice that cues are always put into the list in order of time, not the order 
you create them, for clarity. 


Cues numbered by the computer always have a * sign added to them. You are 
perfectly free to give cues numbers of your own, and the star is to prevent 
eonfusion. You can even reuse the same numbers: but this really will be 
confusing... 


When naming a cue, you can leave out the NAME key, to save time. 
CUE EX will work, or CUE BANG AT 4:18 EX 


Quickly make a large number of cues by typing CUE EX repeatedly. When the 
sereen is full, it goes to a second page, as opposite. If any list is too 
large for the sereen, the page containing the CURRENT ENTRY is always 
displayed to start with. The other pages can be displayed by pressing the 
DOWN arrow key or the EX key to see the next page, and the UP arrow or 
RUBOUT keys to see the previous page. Any other key will be treated 
exactly as normal. 


CHANGING CUES 


It is possible to change both the time and the name of a cue at any stage. 
This allows you for example to mark a large number of cues just with numbers, 
then to give the useful ones names later. . Suppose you have a cue numbered 
16* which is in fact the time of a vocal fluff that will need to be returned 
to later. Type 


CUE 16 NAME FLUFF EX 
and the job is done. If the cue happened to be the current one, you wouldn't 
even have to specify the old name or number. To change the time of the cue, 
type 

CUE FL TO 4:37 EX 


note, though, that the list stays in the same order. 


O9> SENET: 


CUE LISTS AND TITLES 


We now have a complete cue list: it can be examined at any time by typing 
LIST CUE EX 


The number of cues there is place for in the list depends on the length of 
the name, so it is hard to be exact. If all cues just had numbers, there 
would be room for about 100. If the names had an average of 12 letters, 
about 50. 


However, you are not limited to a single cue list. In faet, each title has 
its own cue list, as well as several others we shall get to later. Whenever 
a title is the CURRENT TITLE, its lists are brought from the floppy disk to 
example 


GOTO TITLE S EX 
LIST TITLE S CUE EX (This command first sets the new current 
title then displays its cue-list) 


or even TITLE S EX (This command just sets the current title 
without doing anything else) 


There are several advantages to having separate lists for each title. One 
is simply that you can have as many cues ete as you need just by adding 
titles. Another is that you can re-use names and numbers freely without 
fear of confusion. For example, if you are recording a series of songs, each 
one is likely to have a first verse: and in each one you can name a cue 
FIRST VERSE if you need to. 
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This page left intentionally blank 


TRACK LISTS AND OTHER LISTS 


In the previous section, we mentioned that each title had a number of other 
lists associated with it. Most of these will be left aside for the moment, 
but we shall discuss the TRACK LIST here. 


The track list allows you to write the track assignments onto the sereen and 
recall them at any time; it is used for information only, not to control 
anything. You write information into the track list by typing 


NAME TRACK EX 


This produces an empty tracklist (if this is the first time) like the one 
printed opposite, with a white marker at the top left. This marker is 
ealled a CURSOR, and it is used to indicate where the next name that is 
typed is going to go. You can move the cursor around using the various arrow 
keys, which are normally known as CURSOR keys. The DOWN & UP keys 
move the cursor within the same column, while the LEFT & RIGHT keys move the 
eursor from column to column. 


The space marked by a cursor is known as a FIELD, and the cursor is moving 
from field to field as you press the keys. This method of having displays 
eontaining fields of various sizes which ean be changed by moving the cursor 
and typing in new information is known as CURSOR. EDITING, and we will return 
to it in the descriptions of the REAL-TIME SYSTEM and the EVENTS 
CONTROLLER. 


Try typing in the name of a track assignment: you will see that it 
goes into the current cursor field. The name may be up to 15 
characters long, you can rub out errors as usual, and the name is 


completed by typing EX just like a command line, when the cursor 
start typing another. You ean skip a field even when there is something in 
it, by typing a CURSOR or EX key without typing a name first. You can 
delete a name by putting the cursor on it and pressing the SPACE key. 
Finally, there is room on one page for 24 tracks: if your system is set up 
for more, the rest are on a second page which automatically comes up when 
you move the cursor beyond track 24. 


SECTION TWO TUTORIAL 


a 


10:00.00 


When finished writing 
tracks, 

Press END 

f title SENSELESS 

i track 


4 BASS DRUMM 
AKIT L 


| TROMBONE 
§ FLUGELHORN 
# SOUSAPHONE 


WEY LESTE HT Nw 


KEEPING THE TRACKLIST 


As you add to or edit the tracklist, the results go into memory: however 
they are not automatically stored on the disk. The reason for this is that 
it takes a half-second or so to do this, and this would be very inconvenient - 
as you flipped through the list. Therefore you must NOTE that your track 
list is not permanent until you tell the computer to keep it. Until then, 
the list is not safe, because if you change the current title as described 
in the previous section, the tracklist will be replaced by the list from the 
new title. The same is true if you restart the system or load 2 new reel 


The list is kept by typing END at any time while you are editing it: from 
then on it is permanent, until you change it. Incidentally, if you stop 
editing prematurely, by pressing the CANCEL key for example, you haven't 
lost the list: just type NAME TRACK again and you can continue to edit or 
keep the list, until you change title. 


LOOKING AT THE TRACK LIST 
To look at the list without editing it, type 


LIST TRACK EX 


If there is more than one page, you can flip between them using the UP and 
DOWN keys as usual. , 


This completes the discussion of the tracklist: there are one or two other 
conveniences, but you can find those in the main reference section when you 
are ready. It is worth making yourself familiar with the cursor editing, 
though, because it is used in other places, and the way it is used is 
exactly the same. 
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A SHORT PAUSE FOR REFLECTION 


If you have worked through everything so far, you will be delighted to know 
that you are now familiar with practically everything you need to use the 
SSL system. Of course, there are many more features, but they all build on 
the same basis of command lines and displays. So far, the descriptions have 
been very thorough, but from now on they can be much shorter. Since they are 
just elaborations of the same principles they should all be perfectly clear. 


You may also be wondering when we are getting to automated mixing, which is 
after all the centre of the whole system: you will find it in the next 
section, but first it is still worth adding a few more elaborations of what 
you already know: you will find that the whole business of mixing then 
becomes a minor addition to your knowledge. 


SOME MORE COMMAND LINES 


So far you have seen various AUTOLOCATE, NAME and LIST commands and seen 
that they can apply equally to different lists. For example, you can type 


GOTO TITLE X EX 
or GOTO GUE ¥ | EX 


You could in fact leave out the specification of which list to look at: 

GOTO X. EX 
The system would then first look at the cue list for a cue starting with X, 
then the mix list (we'll get to that later), finally the title list. All 
designed to save you typing. 
DELETION 
You should also know about DELETION. Any entry can be deleted from a list 
by typing a command line beginning with the DELETE key. The format should 


be obvious by now: 


DELETE CUE F EX 


. for example. In this case, you must specify which one you mean: the system 


will not assume the current one if you don't. Some things that are deleted 
involve the removal of things other than just the name. For example, if you 
delete a title, you may also be removing a great deal of information 
associated with it: all the cues, mixes and so on. Therefore, the system 
checks that you really mean it by asking you to confirm your command. 
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DESCRIPTION 


The SSL Studio Computer is an integrated system of hardware and software 
designed to act as an assistant in a wide range of tasks both in music 
studios and Film and Video post-production. It is much more than a 
conventional mix automation system, Since it provides assistance in all the 
stages of a production from the recording onwards. It is also exceptionally 
simple to use, since it accepts commands in a recognisably Englishlike form, 
and is verytolerant of minor variations in those commands. 


The computer itself consists of a central processor, a 16-bit industrial 
minicomputer with 128 kBytes of memory, with several subsidiary micro 
processors performing particular subtasks. In addition, there are a number 
of interface systems to control the various machines the system is 
concerned with, and to gather data from the console and the operator. The 
data is stored on 8-ineh floppy disks, each containing about 250 kBytes. 
What this means in terms of the capacity of the system, is discussed later. 
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MIXING 


If you have worked through the lesson so far, you already know virtually . 
everything you need to start making automated mixes. In fact, you only have 
to know about one more key, though there are a large number of sophisticated 
effeets you ean achieve when you need them. 


During mixing, the computer remembers the fader movements and cuts, and 
allows you to play them back, update and alter them as you please. The mix 
information is stored on the reel disk, and each mix can be given a name or 
number in a list: there is one mix list per title, as with cue lists. 


Before starting to use the computer to help you mixing, it is best to get a 
clear idea of how the mix is going to start out. Begin by preparing to mix 
just as you normally would: the computer won't be of much help while you are 
still fiddling about. 


As soon as it is time to make a serious mix, press the MIX ON-OFF switch at 
the top left of the keyboard unit. The words MIX ENABLED appear at the 
bottom of the information box. If you press it repeatedly, you will see 
the message flash on andoff. As long as MIX ENABLED appears, the computer 
will automatically generate mixes whenever you tell it to GOTO or PLAY 
anything. 


Making the first mix 


Let's try a mix. Assume that you have been working on a title RED DEATH, 
and you are ready to record a mix. If the MIX ENABLED message isn't on, 
press MIX ON-OFF then type 


PLAY TITLE R EX 


The tape locates as usual and starts playing, but then several new things 
appear on the TV, as illustrated opposite. The information box says MIX 
RUNNING : we are making a mix. At the top of the command box it says 


Creating New Mix 
Most prominently, the list box has been filled with a set of bargraphs. * 


Move a fader up and down: as you do so, the bargraph numbered for that 
fader moves too: the bargraphs represent the fader levels as they are . 
being recorded. At the moment, the levels on the bargraphs are exactly the 
same as the positions of the faders themselves, since we are making a new 
mix and there are no old fader levels being played back. This is known as 
ABSOLUTE fader status, because what is is being remembered is the absolute 
position of the faders. If you look at the faders you will see that a RED 
light marked ABS is lit next to each of them. 


* Your system may have been set up not to put the bargraphs on the sereen 


automatically: if they don't appear, press the LARGE/SMALL key at the top of 
the TV sereen. 


By now, the tape has probably moved beyond where you meant to start mixing, 
so press CANCEL twice so you can start again. Why twice? Notice that 
after the first time the computer gives its query noise and prints 


You want to cancel? 


The second CANCEL confirms it. This is to help prevent you cancelling a 
good mix in a fit of absent-mindedness. Now press REPEAT , and the title 
starts playing again. You are now making a eomputer-recorded mix: but from 
your point of view nothing is different from normal. 


If you are within earshot of the floppy-disk drives, you will hear the 
PROGRAM disk occasionally whirring or clicking. The eomputer records the 
movements of the faders on the program disk as you make them: it only 
records movements, so if there are a lot you will hear the disks working 
quite often, but if there are none there may be a minute or more between 
each operation. The mix is written to the program disk beeause there is 
always a large empty space on it, whereas the reel disk might be full. 


When you have got to the end of the mix, press the END key. The computer 
will now move the scratch copy of the mix onto the REEL disk for permanent 
storage; when it has finished this, which may take from 10 to 30 seconds, it 
will ask you for the name you want to give the mix. At this time you can 
either give it the name followed by EX, or if you just type EX , the mix 
will automatically be given a number as usual. 


Playing back the mix 
Now you can play back your mix to see if you like it. Simply type 
PLAY MIX EX 


(the mix you made is by definition the eurrent one, so there is no need to 
specify it further, though of course you could.) 


The tape will now return to the start of the mix, and begin to play back 
exactly what you recorded. The command box will specify the mix being 
played, and the bargraphs will show what is happening. If you like the mix, 
there's no need to do any more: just get out of it with CANCEL and you are 
ready to earry on. 


What if you want to change it? On the SSL system there is no distinction 
between playing and updating a mix. At the same time that the old mix is 
being repeated, a new scratch mix is being generated on the program disk. It 
doesn't take up any room or replace an old mix you have kept, and if you don't 
want it it will be discarded when you cancel. But it is there if needed. 
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Look again at the faders: you will see that the GREEN light is now lit, 
indicating TRIM status. This means that the faders have now become trimming 
controls, which ean be used to adjust the old mix. If the faders are left 
alone, the new mix is identical to the old one; but if they are moved, the 
old movements are adjusted accordingly. 


The way this works is as follows: at the beginning of the mix playback, the 
fader positions are noted as the tape starts to move. Then, any changes in 
these positions are used to adjust the mix. Suppose that a fader was at the 
-10dB position at the beginning of the mix, and was then moved to 0dB. The 
new mix would simply be the old level plus 10dB, whether or not that was 
ehanging. This is illustrated below. 


Notice that there was no need to set the faders to any particular position 
at the beginning of the update: the nulling is done automatically. It is up 
to you what you do with the faders: you may choose to leave them where they 
were at the end of the old mix, to serve as a marker. Or, you may want to 
put them somewhere near the middle, to avoid the possibility of running into 
the endstop when trying to make an adjustment. 


Either way, all you need to do is to adjust your original level, without 
worrying about the fader position. The new mix is recorded and may be kept 
as before: it does not displace the previous mix and indeed there is no 
ultimate limit to the number of mixes you can Keep. 


Original Mix 


Adjustment Made 
At Any Time After Start 


Fader Movement 


Output 


More about fader statuses 


The TRIM status just described provides a quick and easy method for the 
majority of your mixing, but there will be cases where it isn't appropriate. 
For example, you may have totally messed up the mix on one or more faders, - 
while others are correct. Or you may want to build the mix up section by 
section. The faders can therefore have their statuses controlled individually 


Play back the mix you have just made, only this time give the command line 
GO TO MIX EX 


instead of asking it to PLAY . When the tape gets to the start of the mix, 
the system will now stop and display the message 


You ean adjust statuses now 
Press EXECUTE to continue mix. 


Looking at any fader, you will see that it currently shows the GREEN light 
indicating TRIM status. If you now press the button next to it, the light 
will go out, and on a second press the RED light comes on, indicating that 
the fader is now in ABSOLUTE status. Pressing the button repeatedly will 
eycle through these three statuses forever: 


TRIM 
ISOLATE 
ABSOLUTE 


So, to rewrite a fader completely, simply place it in ABSOLUTE status before 
starting the mix. (It can be done during the mix, too, but that's outside 
the scope of this introduction). When you are ready, press EX to set the 
mix running and continue as usual. 


USING ISOLATE STATUS 


When both the lights are out, the fader is in ISOLATE status. This means 
that it is completely disconnected and has no effeet on-the playback or 
update of the mix. This can be useful if you want to guarantee that certain 
faders which are already correct are not altered on the update pass, though 
in general it isn't too difficult simply to keep your hands off them. 
However, there is another major use for isolate status. 


Earlier, we mentioned the possibility of the fader running into the endstop: 
this isn't very common, but it can happen if you started the mix with the 
fader in a badly-chosen place. There is a way out: when the fader is in 
ISOLATE, it is ignored, so you can move it freely. Try it now by starting to 
play back a mix. You will see the mix level on the bargraph, as usual. Now 
press the fader button until the lights go out: this may take either 1 or 2 
presses. The fader is now ISOLATED and you will both see and hear that moving 
it has no effeet whatsoever. Now put the fader in a position that is 
convenient for further use, then press the button again. 
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The fader will now return to TRIM status, but there will be no sudden change 
in level. The computer calculates all the trim nulls and values so that the 
fader is effectively in the same place as it was when it went into the 
ISOLATE status, even though it is now physically somewhere else. In this 
way, even though the fader actually has end-stops, it can be used as if it 
is endless; the system will make certain that the absolute VCA limits are 
observed. 


AUTOTAKEOVER 


In the last section, you were told to press the button either once or twice, 
until the lights went out. Why the variation? 


The SSL system includes a feature to help you make adjustments to the mix 
that then return accurately to the original levels. Suppose you have a mix 
that is largely correct, but which needs boosting on one channel for a short 


. time. Afterwards, you want to return to the previous level. This can be 


done with a mark on the fader, but the AUTOTAKEOVER system is much easier 
and more accurate. 


Start playing back a mix and choose a fader which isn't changing. The fader 
is initially in TRIM as usual. When you get to the section you want to 
boost, move the fader up: then at any convenient moment press the fader 
button. You will see that the lower, RED light starts blinking rapidly. 
This indicates that the fader is HIGHER than the original null point, but it 
is still in TRIM status. When the time comes to move the fader back down, 
just move it until the light goes out; the fader is now in ISOLATE status 
and further movements are ignored. You have therefore made a seamless 
transition baek to the original mix, and if you now push the fader button 
again the fader will return back to TRIM status at exactly the same level, 
however far you have moved the fader. 


The flashing light will always indicate the direction: GREEN to move higher, 
RED to move lower. (If both lights flash, it means that the CUT has been 
ehanged from the original mix). If you want to ignore AUTOTAKEOVER and just 
go direct to ISOLATE status, just press the button a second time. If the 
fader is already in the correct position - for example if you haven't moved it 
at all - then of course the lights will go out at once. Which is why you 
sometimes have to push the button once and sometimes twice. 


CONCLUSION 


This section will have given you a thorough knowledge of how to get what you 
need from the system. You are now at the stage where it is best to start 
using it: to attempt more now would clog you up, if I'm any judge of a glazed 
eye. 


Everything the system can do is deseribed in full detail in the following 
sections, and you can read these when they are required . For example the 
mixing system {section 4) can do Rollback, Partial Updates, Offline Joins, 
separate control of Cuts and Faders, Levelmatching and much more. Use them as 
you need them. The final section repeats everything in a condensed form: use 
it for quick reference. 


Thank you for calling and have a pleasant day. 
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PHYSICAL DESCRIPTION 


The system consists of a general purpose computer, special-purpose . 
eontrollers, a dual floppy disk-drive, a Display Unit (TV) and a keyboard. 
The computer and controllers are mounted in a small rack separate from the 
console: since they make a certain amount of noise, they are best kept ina 
separate room. The floppy disk drives may be mounted with the computer or in 
the control room. There are no special requirements other than those 
applicable to the rest of the studio equipment. 


The keyboard and TV are mounted in the centre of the console itself, for 
convenience. The keyboard panel contains a full set of alphabetie and 
numerickeys and also a number of command keys which produce complete words 
when pressed. In addition, a set of tape machine remotes are mounted below 
the keyboard. There is also an auxiliary video output which can be connected 
to one or more ordinary TV monitors. 


The computer rack and console are connected by flat multiway cables. There 
are no fast digital signals carried by these cables, to avoid the possibility 
of noise. Fader level and VCA returns are analogue voltages and the keyboard 
signals are sent as individual parallel codes. 


~~ 


The Computer 


The computer itself is an industrial-grade 16 bit minicomputer supplied with 
128k bytes of memory. In addition there may be up to 3. subsidiary 
microprocessors. 


The Controllers 


These are special-purpose interface boards mounted in the computer chassis. 
They consist of:- 


a) Tape Machine Controller. This controls up to 8 functions on a 
tapemachine. Control is by relay closure, so any machine with remote — 
capability can be easily connected. In addition the controller reads 
the idler pulses from the tapemachine. 


b) SMPTE Timecode Generator/Reader. This board generates and reads the 
standard SMPTE hours/minutes/seconds/frames timecode. This code is 
written on one track of the multitrack tape and used to synchronise 
all events connected with it. No other tracks of the tape are used 
by the system. 


e) Cloek/Calendar 


d) 


e) 


f) 


Fader Input and VCA Output. This pair of controllers read and write 
up to 65 analogue inputs and separate mute signals. 10 bit 
convertors are used, working over the range 0 to +5 Volis, with an 
accuracy of 0.1%. For fader levels, this represents a resolution of 
0.1dB. 


Keyboard-VDU Controller. The VDU displays 24 lines each of 49 
characters, upper and lower case and also graphics at two brightness 
levels. 


Fader Status Switch and Indicator Controller 


There are also several optional controllers that ean be added to the main 
system. They include: 


a) 


b) 


e) 


d) 


e) 


Total-Recall Controller. This adds colour graphies to the system 
andallows it to store and recall the settings of every control on 
the modules. 


Events controller. This enables the system to record the closure of 
up to 32 relays any number of times and to repeat this closure as 
required. 


Real-time system. This subsystem allows a large number of 
'snapshots' of the fader settings to be noted and edited into 
sequences suitable particularly for live performances and 
broadeasts, or, if used with timecode, for producing ‘automated 
dubbing charts' for film and video postproducticn. 


Effeets controller. This provides a patechrow with 40 inputs 
controllable by the computer. Controls of external devices such as 
effects units or synthesisers can then be recorded and replayed as 
ifthey were part of the console. 


Synechroniser controller. This allows up to 5 machines to be 
eontrolled from the computer. 


Floppy-Disk System 


This is a dual, 8 inch system to IBM standard. All the list and mix 
information is stored on floppy disk - normally there would be one disk for 
each tape-reel. Disks have the advantage that they will fit into the same 
boxas the tapes. In addition, all the programs that control the system are 
stored on one disk and loaded each time the system is switched on. Changes 
and additions to the system can, therefore, be made without any hardware 
modifications at ali and at a minimal expense. 
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STARTING UP THE SYSTEM 


Current models 


1. Place the program disk in the drive marked P, label uppermost. Place 
the reel disk in the drive marked R. Close both latches. 


os Press the SOLID STATE LOGIC button on the lower right hand side of 
the drive. The program should start loading, and after a few seconds 
the dot of the letter i should change from green to red, indicating 
that the program is running. 


Older models 


a Place the program disk in the left drive, label to the left. lace 
either a previously-used reel disk, or a fresh disk, on the right 
drive, label to the left. Close the doors: the READY light should 
come on. If not, check that the disks are the right way round. 


yas On the front panel of the computer, press the square marked ENABL. 
Continue to press it. 
While holding ENABL, press RESET. If it was on, the light Rn should 
go off. Still holding ENABL, press AUTO. Rn light should come on, 
and loading begin. The disks make clicking noises. 


3. Press the 2 WRITE PROTECT buttons. The associated lights go out. 
These ee are pressed again each time a new disk is placed in 
drive, e.g. for copying. 


In either case, the program will report that it is loading, then that it is 

testing various hardware functions. If Total Recall is fitted, you will also 
be asked if you want to use it. Answer Y or N_ : if it is to -be used this 
will take about 25 seconds to load. 


If the disk in the REEL drive is not already labelled, there will be a message 
to that effect. The program can be used, but only with a strictly limited set 
of funetions. It is strongly recommended that the disk is labelled now: see 
below. 

Sign-on message 


The system signs on with an identification message. This can be changed at 
any time using the SIGNon command. The format for this is: 


SIGN WHERE HAVE YOU BEEN ALL MY LIFE EX 


Notice the compulsory space. The limit is 64 characters. The message will 
now be: 


SSL Computer says where have you been all my life. 
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PLEASE READ THIS SECTION AND FOLLOW ITS ADVICE 


The Floppy-Disks and their care 


As mentioned above, the system uses two disks. Tne left-hand drive contains 
the PROGRAM DISK and the right-hand drive contains the REEL DISK. 


The program disk ineludes all the programs that control the system, and is 
also used for temporary storage of the mixes as they are made. The reel disk 
eontains all the information relating to a particular reel of tape, including 
Titles, Mixes, Track Lists, ete. There is normally one disk for each reel, 
sometimes more. 


A floppy-disk is an 8-inch circle, coated with magnetic materials in the same 
way as tape. The information is stored on the disk on 77 concentric tracks, 
any one of which can be read by a head which travels radially between the 
edge and the centre. Since the disk rotates six times a second, and the head 
ean move from the inner to the outer track in about one-third second, any 
piece of information on the disk can be retrieved within about two-thirds of 
a second. 


The disk itself is permanently within an outer square sleeve, which protects 
and cleans it. Aecess to the disk surface is through a slot in the sleeve. 


Although floppy-disks are quite robust, they must be treated with reasonable 
eare. The information written on them is very densely packed and, unlike 
audio signals it is all critical. For example, while a short drop-out on one 
track of a sound tape may go unnoticed, a single bit missing from a program 
which may contain hundreds of thousands of bits - can completely upset it. 


A small serateh or piece of dirt could do this. For this reason, the disk 
surface visible through the slot should NEVER be touched. The disk should 
ALWAYS be put back in its envelope with the slot protected when it is not in 
use. The envelope should be kept away from dusty areas such as ashtrays and 
so on. Preferably it should be kept in the tape-box when not in use. 


If care is taken in this way, disk errors will be very rare indeed. If it 


isn't the system will still work; but sooner or later you will lose a good 
mix, or the system will suddenly stop. 
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FLOPPY DISKS 


Life of Disks 


The magnetic coating on disks is much tougher than on audio tapes. A reel 
disk is unlikely ever to be worn out. However, it is safest to discard it and 
use a fresh copy every so often. Every month or two is certainly more than 


cautious enough, particularly if the disk is well looked after. Disks can be 
eopied quickly and easily. 


Copying the Program disk 


Don't use the original master disk for anything except making copies. Copying 
is simple and takes only a minute: type 


COPY PROG EX 


and following the instructions on the TV. 


Keep two copies of the program disk supplied as Masters, in a safe place, and 
use a third. When the time comes to discard it, make a fresh copy from one 
of the Masters. , 


The Reel disk is copied in a similar way by typing COPY REEL EX. This is 
discussed in more detail in the Reel disk section. 
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COMMAND LINES 


Most communication with the system is by means of simplified English 
sentences referred to as command lines. These consist of a variable number 
and combination of command keys and of letters, numbers or punctuation keys 
(alphanumeric keys). Command lines are always ended with the EXECUTE key 
{ EX ). This serves the purpose of telling the system that the command line 
is complete and is ready to be acted on. 


The majority of command lines start with a command key (GO TO, DELETE ) and 
need contain no other keys except EX. Or, they may be anything up to 10 or 
more keys long. Certain less commonly used commands do not start with 
individual command keys. Instead, they begin with a command word typed in on 
the alphanumeric Keyboard. 


Examples are: 


LABEL EX 
BEGIN EX 


Potentially dangerous words must be typed in in full. Other words may be 
typed in in full if desired but the first two letters are always enough. In 
this manual, the commands are therefore printed with only the essential 
letters in capitals: 


LABEL STudio 
but 


BEGIN SMpte 

Command lines ean be edited by backspacing with the RUBOUT key, or may be 
eancelled entirely by using the CANCEL key. This can be used at any time 
to cancel or escape from any function. It can therefore be used to stop an 
autolocate, for example, or to decide not to keep a mix. 

Note therefore that if the system is doing something when you press 
CANCEL , it will stop. If you just want to wipe an incorrect command line 
use DELETE instead. 


Repeating command lines 


The last command line can always be repeated simply by pressing the REPEAT 
key, or even better the REPEAT key. Note that it is the command line that 
is repeated, not the effect: if you typed 

GOTO HERE +:30 EX 


on repeat it will refer to a new HERE. 
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COMMAND LINES 
Components of the command line 


Because command lines are designed to be as flexible as possible, there are 
always a number of acceptable lines in any given case. For each type of 
eommand line described later, several actual examples are given: these are 
self explanatory. But as well as the examples, the basie structure and its 
options is described, and this requires some understanding of the notation. 


Do not be put off. Read the section below and remember that you do not have 
to use all of the possible options. They are only there to make life easier 
as you become familiar with the system. 


1. The EXECUTE key (EX) . All command lines are assumed to end with this 
key unless it says not. 


2. COMMAND Keys. These represent complete words and are underlined: 


PLAY 
FROM 
TITLE 


3. STRINGS of letters or numbers. 


These might be all or part of names or numbers written to name a title or 
to go to a cue. 


23 
LIFE ON URANUS 


In a line like 
NAME TITLE FREDERICK THE GREAT EX 


the letters represent any name the user chooses, in its entirety. 
In a line like: a 
GO TO TITLE F EX 


the letters represent any amount of the name or number, provided it is 
enough to distinguish it from other names in the list it is in. 
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COMMAND LINES 
4. Deseriptions of TIME. Many command lines involve specifying a time on 
the tape. This is represented in command line descriptions by: 


TIME 
as in GO TO TIME EX 


TIME can always be specified in a number of ways. Here are some of them: 
a) Nothing. 
The system assumes "The same time as last command line where a time 


was specified for the same purpose". 


b) Timecodes. 


0:13 minutes:seeonds 
2: minutes:seeonds assumed 0 
322:13.21 hours:minutes:seconds.frames 


The only requirement of a timecode is that it includes the colon (:) 
to distinguish from, say, a numbered cuepoint. 
If frames must be specified, use a point (.) after the seeconds: 


2:10.18 minutes:seconds.frames 
4::.4 (=4:0:0.04) hours:minutes:seconds.frames 


e) Feet/Frames. 
Like timecodes but separated by the apostrophe: 


1234'14 


e) Numbered or named TITLES, CUES, MIXES, SETUPS, PRESETS, 
SEQUENCES and the currently set DROP-IN. 


CUE 3 

TITLE FRED 
MIX A 
END TITLE JIM 
TITLE F CUE 6 


Remember that only enough need be typed to distinguish the name or number 
fromthe others in that list. You are allowed to start again with each word, 
so if there are cues FRED 1 and FRED 2, F 1 will find the first. There is no 
need to type a space between command keys and alphanumeric keys. 
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COMMAND LINES 


d) Numbers or names without a type being specified: 


3 
FRED 


The system looks for a cue in the current title's list of cues. If there is 
none, for a mix. Finally, for a title. 


e) The HERE key. 
This simply means NOW. 


f) Combinations of the above: 


CUE 4+2: Refers to 2 minutes after CUE 4. 
END TITLE JIM-0:30 30 seconds before the title 
TITLE F MIX T+1:46 


NOTE When combining times, there should be no spaces. 


5. OPTIONS 
Some parts of the command line may be optional. These parts.are put in 
brackets: 
PLAY (FROM TIME) (TO TIME) EX 
If the 


FROM TIME part is left out, it assumes same start as last time. 
If the TO TIME part is left out, the machine simply goes on playing. 


SUMMARY 


From the above you will see that a command line can be very short or quite 
complex, and that a command line structure such as: 


PLAY (FROM TIME) (TO TIME) EX 
includes lines as simple as: 


PLAY EX 
PLAY FROM 3: EX 


or as complex (if you insist) as: 
PLAY FROM TITLE F CUE 2 TO END TITLE t+1:43 EX 


In practice, a eommand line like the second is probably more trouble 
than it is worth. But it is still perfectly logical and comprehensible. 
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USING THE SYSTEM WITH THE TAPEMACHINE 


The system is in full control of the tapemachine: it removes all need to 
think about the tapemachine while working. Autoloeation is performed using 
the idler pulse (this avoids reading tape at speed); for mixing, SMPTE 
timecode is preferred,which the system can generate. The code is read 
whenever the tape is playing. The program contains control parameters and 
autoloecation programs for up to 16 machines at a time, and may be changed to 
any machine using the SETUP MENU: see section 8. In conjunetion with the 
SYNCHRONISER option it can even control multiple machines in parallel. 


USE OF TIMECODE 


Timecode is not essential since the program contains sophisticated algorithms 
which automatically change over from this code to other pulses. However, it 
is reeommended always to use timecode if possible since it provides a stable 
reference, while the idler will inevitably slip. If at all possible, it is 
suggested that a timecode track is recorded on the tape right at the 
beginning of work. This can even be done before the tape is needed for use. 


A eontinuous run of code is recommenced. Individual titles ean have their 
own code, but the system cannot then be expected to locate efficiently 
between them. A continuous run right to the end of the tape has the further 
advantage that, at the start of a new session, the system can establish where 
it is on the tape at once. The tape need only be wound back a little way 
fromthe end, and played for a moment to read the code. Then the locating 
facilities can be brought into use at once. 


The reliability of the timecode is continously monitored while playing. A 
marker 'SMPTE' appears on the TV and flashes if there are any dropouts, 
(though the system is tolerant of even fairly frequent dropouts and will fill 
in within half a frame). Either 24/25 frame or 30 frame code can be used, 
but the system should be told which to expect, again in the MENU. If it sees 
the wrong type, the SMPTE marker will flash WRONG at regular intervals. 


Note The system also wants to know the SPEED of the tape when the code was 
recorded: this is set in the Reel disk list - see below. If the information 
is wrong, the SMPTE flag will flash continuously. 


WORKING WITHOUT TIMECODE 


If there is no timecode, and you intend to make mixes, you must specify this 
in the SETUP MENU. Otherwise, the system will not start making mixes until 
it sees valid timecode. 
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GENERATING TIMECODE 
The system is in the first instance designed for use with tapes carrying a 
eontinuous run of code. 


The timecode that the system itself generates is standard (non drop-frame) | 
SMPTE code, with no user bits set. It is generated by typing 


SMPTE EX 


having readied the appropriate track on the tapemachine and switched on the 
computer RECORD ENABLE switch. There are now 38 options: 


1/ Press EX and code will begin at zero. 

af Enter a time in any format, then EX and code begins there. 

In these 2 cases, the tape starts when EX is pressed, but code 
is not generated until it is pressed again: this allows the tape 
to run to speed or to a cue before code starts. 

3/ Press JOIN and existing code will be extended. In this case, 
the tape is started, and code is generated as soon as old code 
is read. The join is made as seamless as possible: there will 
be a momentary glitch, but this is in any case filled in by the 
system on playback. 

The svstem is also able to work with any standard 24-hour SMPTE code from 

another source. 

TIMECODE OFFSET 

By setting an offset, any timecode can be made to seem to the user as if it 

is 0:0. The format of the offset command line is: 

OFFset_ TIME EX 


The first 3 letters are compulsory; so is the space. 


A ecommon example would be to play the tape from the start, and as soon as 
any timecode has been read to write 


OFF HERE EX 
(The line can be prewritten, with only the EX key to be pressed on cue). 


The point then becomes 0:0 as far as the you and the display are concerned: 
note though that internally the timecode is stored exactly as read. 


To clear the offset, type OFF 0:0.— 
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THE REEL DISK 


The reel disk is used to store all information relating to the material you 
are working with. This information includes TITLES, CUES, MIXES, TOTAL 
RECALL SETUPS and Lord knows what-all else. You can use the system without a.- 
reel disk, but since none of these things ean be stored, it will be of very 
limited use. Therefore, the first thing to do with a new project is to LABEL 
a reel disk for it. This is done by typing 


LABEL EX 


This command causes an empty directory to be created on the disk, ready for 
an index of the titles, mixes ete. that will be written in. It is equivalent 
to wiping the disk, since any old information will no longer have an index 
and will therefore be impossible to find. 


The command is potentially dangerous, and you must confirm to the system that 
you really mean it, before it is carried out. In addition, you are given the 
option of having the disk checked before use; it is strongiy recommended that 
you do this. If the disk fails the test, you can still use it. Do not, 
however, ring us up if there is trouble, as we shall merely say We told you 
so in what at that time will seem to you an unnecessarily irritating 
fashion. The recommended procedure with a failed disk is: 


Look at it. If there are marks or seratches visible in the slot 
(you ean rotate the disk from the centre), JUNK IT.- 


If it looks alright, reformat it using the disk diagnostic. 
This is deseribed in section 9: it is rather technical so is 
best left until there is time for it. After reformatting, try 
relabelling.If it still fails, JUNK IT. 


Contents of the label 


As well as the directory, the label command also creates a space for certain 
information to be written onto the disk, for later identification. This is 
referred to as the REEL INFORMATION and consists of the following items: 


STUDIO NAME 
REEL NAME 
ARTIST NAME 
CLIENT 
PRODUCER 
ENGINEER 

DATE 
EQUALISATION 
NOISE REDUCTION 
OFFSET TIMECODE 


j 
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REEL DISK 


Any or all of these items can be written automatically by the system onto 
every fresh disk. This is the label itself, and as supplied consists only of 
the studio name and a standard tape speed. However, it is very simple to 
change the label as desired (see next page). In practice, most of the items 
ehange fairly often, and it is not worth incorporating them into the label. 
This information is written in by simply typing 

a) at least 2 letter of the appropriate description e.g. STudio, ENgineer. 
b) a space 


e) the information (up to about 30 letters) 


d) ("EX 

This applies to all the items. Examples are: 
ST_ARKADON EX 
EN ALMA MATER EX 

NOTE 


The information is all freeform text, EXCEPT for the tapespeed. This tells 
the system what speed the tape was running when the material was recorded, 
and must be entered as a whole number. If it is set wrong, the autolocation 
eannot work since the relationship between idier pulses and elapsed time is 
wrong. Also, the SMPTE marker will flash continuously. 


MAKING A NEW LABEL 


It is very simple to change the information that is put on fresh disks when 
they are labelled. 


1. Write in the appropriate reel information. Any items which are not 
wanted as part of the new label can be removed by typing the usual 
letters with nothing after them. 


2. When the information is complete, type the command line 
ALTER EX 
The information is now transferred to the program disk to form a new 


label exactly as the information currently on the TV. The reel disk 
currently loaded is not relabelled. 


SECTION ONE INTRODUCTION 


THE KEYBOARD 


The keyboard is the main line of communication between the user and the 
computer, and therefore deserves some study. It consists of several sections: 


1/ The small keys. These are laid out in the usual typewriter 
pattern, except that there are some omissions and, instead of a 
shift key, the digits and special characters have separate keys. 


2/ The command keys. These each represent a complete word to be used 
in the command lines given to the computer: when they are typed, 
the word is printed on the TV screen. In this way, you can make 
up sentences that make sense to you as well as the computer, 
without having to type more than a very few keys. 


3/. The control keys. These are engraved in yellow instead of white: 
they provide functions such as rubout and cancel, and include the 
'eursor-move!' keys which are used to move a marker (cursor) on the 
sereen in order to select and modify parts of lists. 


4/ The execute key. This is used at the end of a command line to 
tell the computer that you have finished the line and it is time 
for it to be acted on. 


5/ The master function keys. These allow certain functions, such as 
mixing or bargraph displays, to be turned on and off without 
needing to enter complete command lines. 


It is worth noticing the layout of the command keys. Roughly, this consists 
of 'verbs' at the top, 'nouns' in the middle, and modifiers at the bottom. 
Therefore, you will find that sentences are most usually constructed from top 
to bottom. 
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REEL DISK 


SPACE AVAILABLE ON THE DISC 


The disk contains 500 'sectors' of storage space. The space remaining can be - 
checked at any time by typing 
Disk EX 


It is virtually impossible to give an exact idea of what the space on the 
disk represents, since there are so many things to be stored and many of them 
are variable. Titles take up about 3% each. 


Cues, tracklists and event lists take up no extra space. 


Mixes may be of any length depending on their running time and how 
much happens. Typically, users seem to get 45 to 75 minutes of 
reasonably busy mixing onto each disk. ( note that you ean use as 
many disks as you need, and you can never lose a mix by running 
out of space). 


Total Recall Setups take between 1% and 3% of the disk depending 
on the size of the console. 


Presets take about 0.05%, sequences about 0.5% 
So the way the disk is filled depends on how you use it. The filing system 
whieh controls the disk attempts to allocate space as efficiently as 
possible, and reclaims space when you delete things. However certain things 
have to take up a continuous lump of the disk, for fastest possible response. 


Therefore note that it is possible for a disk to have space on it which is 


in lumps that are too small to be used. If you want to 
reclaim this space, it can be done by COPYING the disk: the 
holes are packed. There is no longer an explicit PACK 
command. 


COPYING REEL DISKS 


For security, it is wise to make a safety copy of the reel disk at regular 
intervals. Think of the disk as a Master tape: there may be a great deal of 
work invested in it, and it is foolish to expose yourself to the possibility 
of losing it. Copying only takes a couple of minutes; do it when you take a 
break and make a habit always of having 2 working disks. 


It is done by typing 


COPY REEL. EX 
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AFTER giving this command, replace the program disk with a fresh disk. Full 
instructions are given by the program. (The copy program is loaded when 
needed: if you change the disk first, it can't be loaded owing to it sitting 
uselessly on a table somewhere.) 


Copying takes from 10 seconds to a minute or so depending on how full the 
disk is. 


TITLES 


Each reeldisk has one set of basie information, already described. The rest 
ofthe information is subdivided by TITLES. A title is simply a name or 
number given to a section of the material: there are no restrictions. Each 
title contains space for lists of cues, mixes, ete: there must be at least 
one title before you can store any of these things, and there may be as many 
as you wish. Note though that each title takes up about 3% of the reeldisk, 
so it is unwise to create too many on a Single reeldisk. 


Because each title has its own lists, you can re-use names for each one 
without fear of confusion. At any one time, one title is CURRENT, and its 


lists are in the computer's memory ready for immediate access. Any 
references to cues, mixes ete will be assumed to be the ones belonging to the 
eurrent title, unless another one is specified. If you want to access any 
other title, it must be made current: any command line that mentions the 
title does this. The simplest example is 

TITLE EX 


but note that a command such as 


GOTO. THLE. P Ba 
LIST TITLE T MIX EX 


will make that title current. In that last example, incidentally, you could 


equally well leave out the TITLE key - since it wouldn't make sense if it 
wasn't a title. 


Note Titles can overlap freely; but things cannot be moved from title to 
title. For example, do not create mixes in different titles if you 
want to join them together. 


Naming new titles 
NAME TITLE (A NAME) (FROM TIME) (TO TIME) EX 


This command line adds the new title to the list, makes it into the current 
title, and forms empty lists for it. 


If the name is left out, the system assigns it a number automatically. 


If the (FROM TIME) is left out, the start of the title is assumed to 
be the current tape time. 


If the (TO TIME) is left out, the end of the title is left open. 


The times can be filled in or altered later. 


Examples 


NAME TITLE LEPROSY EX This gives a title whose start is at the 
current time and whose end is left open. 


NAME TITLE SCABIES FROM END TITLE 1L+0:30 EX 
This creates a title which starts thirty 
seconds after the end of the previous one. 
Changing the details 
The times can be changed by typing 


TITLE S FROM TIME EX 
or TITLE L TO TIME EX 


Note That start and end must be set in separate command lines. 


Examples: 

TITLE TO HERE EX This sets the current time as the end time 
of the current title. It is typically use 
when reaching the end of a new title which 
was named at its start before the end was 
known. 


TITLE FROM 4:56 EX This changes the start of the current 
title to a new time. 


Renaming titles 
Titles can be renamed by command lines such as: 


TITLE L NAME FLOW MY TEARS EX 


CUE POINTS 


SECTION THREE BASIC SYSTEM 


Cues are used to define specifie points on the tape either by number or name, 
and are set either by pressing a key 'on-the fly' , or by determining the 
time in some other way and writing it in. Each title has its own list of cue 
points, which may contain anywhere from 20 to 120 items at once, depending on 
how long the names or numbers are. Since all the lists are independent, 
names and numbers ean be re-used for different titles without fear of 
confusion. 


The basie form of the command line is 
(NAME) CUE ZITS (AT TIME) EX 
NOTES 


a) The NAME key is optional and only included for consistency. 
In practice there is not a lot of point in including it. 


b) The time of the cue, if not specified in the command line, is taken at 
the instant the EX key is pressed at the end of the line. Therefore, 
you can enter a named cue at an exact time by first writing the entire 
line, then pressing EX at the right moment. 


Examples 

CUE EX Alone, the cue key gives a cuepoint numbered 
by the system, at the time the EX key is 
pressed. It is possible to reuse the same 
numbers that the system has already used, but 
if you do it you will probably be horribly 
confused. 

CUE WARTS EX This results in a named cue, at the current 
time. 


CUE AT 3:01 EX This gives a system-numbered cue. 


CUE BOILS AT TITLE +1: EX This results in a cue named' "verse". 1 minute 
into the current title. 


CHANGING CUES 
Cue names and times may be changed in the same way as with titles. Changing 
names is particularly useful for cues: often, a number of cues may be 
generated with system-assigned numbers. Later, the numbers become confusing. 
The cue may be renamed by typing 

CUE 2 NAME ACNE EX 
A cue time may be changed by typing 

CUE. XX TO. TIME EX 
For example: CUE 2 TO HERE EX 
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TRACK LISTS 


Each title has its own tracklist which can be written, added to or changed at 
any time. To write into a track list type 


NAME TRACK (n) EX 


The track list is displayed on the TV with a marker by track 1, or track n if 
a number has been specified. You may now type up to 15 letters of 
deseription on the line. At the end of the description, press EX or one of 
the ARROW keys. With EX, the marker moves to the next track: with the arrow 
keys, in the matching direction. This is a simple example of CURSOR EDITING, 
which crops up in the various options such as REAL-TIME and EVENTS. The same 
rules apply there. 


Any material already written for a track is erased as soon as the 
first letter of a new descripticn is typed. 


To skip past tracks, use the arrow Keys. 

To remove an entry, press DELETE 

Finish the editing and keep the changes by pressing END 
NOTE To save time, the track descriptions are not automatically written 
onto the disk. They will remain in memory until you change title or reload 
the reeldisk, but to keep them safe you should transfer them to disk when you 
have finished typing, by pressing END. 
The number of tracks in the list is set in the SETUP MENU: if there are more 
than 24 the list takes up 2 pages. You move from page to page automatically 
as the cursor goes beyond the limits. 
If you simply want to look at the list without changing it, type 

LIST TRACK EX 


If there are two pages, the UP and DOWN keys flip between them. 


Copying tracklists 


On any given reel, several titles will generally have many of the same track 
assignments. In order to save having to write the same list repeatedly, it 
is possible to copy the complete track list from one title to another: 


NAME TRACK FROM TITLE XX EX 
The track list is eopied from title XX to the current title, and 
automatically stored on the disk. You are left with the cursor in the list, 


ready for further changes, but there is no need to do anything but CANCEL 
if there are none. 
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LISTING AND PRINTING 


Reel information, titles, cues, mixes and track lists can all be listed on 
the TV and optionally printed out for permanent reference and filing. 
All command lines begin with the LIST key, and then specify the directory . 
to be listed. The list will be for the current title unless you specify a 
different one. 


Examples: 
LIST EX Lists the reel information 
LIST TITLE EX Lists the cues 
LIST CUE EX Lists the mixes 


To list the information for another title, mention it: 


LIST TITLE P MIX EX 
or LIST P MIX EX (They are equivalent since p must be a title 
for the command to make sense). 


NOTE P becomes the new current title. 
Printing 


In each case mentioned above, the PRINT key can be used instead of the LIST 
key. In this case, though, the command 


PRINT EX 
produces the title list as well as the reel information. 


Each page of the printout is headed by the studio name in a box. The entire 
listing can also be enclosed in a box, which makes it look very neat. 
However, the printer then has to go over each line 3 times, so the printouts 
become rather slow. This feature is therefore normally turned off: if you 
want, it ean be switehed on in the PRINTER (P) page of the SETUP MENU. (see 
section 8) 
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AUTOLOCATION 


The information we have been dealing with is largely time oriented: as 
discussed earlier, the system is in full control of tapemachines and all the 
relevant information can be used to make tape-handling essentially automatic. 


Note In order for autolocation to work properly, the SPEED must be set 
eorrectly in the REEL INFORMATION, and the TAPE ENABLE switch at 
the top of the keyboard must be ON. 


Control of the machine is achieved with GOTO , PLAY, and CYCLE commands. 
These are reaily self-explanatory; they are of the general form 


GOTO TIME EX 

PLAY SOMETHING EX 

PLAY (FROM TIME) (TO TIME) EX 
CYCLE (FROM TIME) (TO TIME) EX 


The system always tries to minimise the amount of typing you have to do. 
There is always a LAST START and LAST END target: whatever has most recently 
been mentioned. Therefore if you first typed say 


PLAY FROM 1: TO 2: EX 
and then typed just 

PLAY EX 
the effect would be the same. 


When the machine is under control of the computer, one of the messages 
LOCATING, PLAYING or CYCLING appears in the information box on the screen. 
The CANCEL key will stop the operation; so will pressing any of the 
transport remotes under the keyboard: the message disappears at once. 


Note If you use the machine's own controls, the computer will not know; 
If it sees that the tape has stopped unexpectedly for more than a 
eertain time, it gives up. This time is standard for each machine: it 
appears in the SETUP MENU and is typically 0.5 to 1 second. If you 
simply fast wind the machine from its own eontrols, so that it never 
stops, the computer will not know and wiil take over control again. 
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Examples: GO TO commands 


GO 


GO 
GO 
GO 
GO 
GO 
GO 


GO 


Play commands 


TO BX 


TO 3:24 EX 

TO TITLE EX 

TO CUE EX 

TO TITLE P |EX 

TO TITLE P+1: EX 
TO TITLE 'P)*CUE 3 


TO 4 EX 


PLAY EX 


PLAY TITLE EX 


PLAY TITLE F EX 


PLAY MIX 4 EX 


PLAY FROM 2: EX 


PLAY FROM TITLE EX 


PLAY TO END TITLE EX 


PLAY 


BASIC SYSTEM 


Go to same time as the last. 
locate command specified. If the last 
command was a PLAY/CYCLE, go to the 
start time. 


Go to start of current title. 
Go to last eue mentioned (eurrent cue). 


The title becomes current. 


EX 


Go to cue 4 in current title, if any. 
If not, look for a mix, then a title. 


Play from and to the same points as last 
time. 


Play the current title, stop at the end 
of ats. 


(This may also work the faders: see 
section 4). 


If no "TO TIME" is specified, the end 
time is left open and the tape is not 
stopped. 


Plays from here, stops at the end of the 
title. 


FROM END |TIFLE P TO CUE 3 EX 
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Cyele commands 
The CYCLE key can be used just like the PLAY key. There is one difference: 
if you simply type 

CYCLE EX 


It means: "CYCLE from the last specified start point to here". Typically, you 
might start playing a title: 
PLAY TITLE EX 


then after 20 seconds decide to repeat the introduction indefinitely. CYCLE 
CYCLE EX does just that. 


The end point is always assumed to be HERE, if not specified: 
CYCLE FROM CUE 4 EX 

but you ean specify it too, of course 
CYCLE TITLE EX 


CYCLE FROM 4: TO 5: EX 
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DROP-INS 


The system can control the timing of Drop-ins. This separates the problem of 
timing from the problem of performance. Using the SMPTE timecode, accuracy 
to within a frame is assured: having got the timing right once, it ean be 
repeated indefinitely. Only one pair of drop-in times can be set at once. 
Though the computer could easily store dozens, it is felt that the potential — 
dangers of playing the wrong drop-in and punching an irreplaceable hole ina 
master-tape outweigh the advantages. 


In order for the recording actually to occur, the RECORD ENABLE switch at the 
top of the keyboard must be ON. 


Setting the times 
This can be done on-the-fly: 
DROP-IN EX EX 
Notice that the EX key is hit twice. The first execute sets the start time, 
the second sets the end time. The tape may be still or moving, or may be 
playing at low speed: this allows extreme accuracy. 
Note If everything is enabled to record, this command also CAUSES A 
DROP-IN. If you use this method, if everyone gets it right no 
time is wasted: if the timing is right but the performance 
wrong, at least the timing is recorded. 
The times can also be set ‘offline' if they are already known: 


DROP-IN (FROM TIME) (TO TIME) EX 


Either or both start and end time may be entered. The Drop-in itself is a 
valid TIME , so you ean nudge a drop-in by typing a line such as 


DROP-IN + EX 


which moves the start of the drop-in on by 1 frame. Hit repeat to add one 
frame at a time, or 


DROP+IN. -.4 EX 


which moves the start of the drop-in back by 4 frames. To change the 
drop-out time. 


DROP IN END +1.14 EX 


will move the drop-out on by 1 second and 14 frames. 


Displaying the times 


LIST DROP-IN EX 


THE LAYOUT OF THIS MANUAL 


In an instruction manual, there is often a problem with the way in which 
the user's dialogue with the system is printed. It can easily become 
confusing exactly what you are supposed to type and what the computer 
answers. To make it clear in this manual, the following rules apply: 


Messages from the Computer are printed as normal text. 
WORDS TYPED IN BY THE USER ARE PRINTED IN UPPERCASE. 
Command keys are printed in BOLD TYPE. 

The. EXECUTE, key is printed as EX. 


‘The SSL system is exceptionally tolerant of the way you enter commands. 
Spaces are normally irrelevant, unless you want to use them in the middle 
of names. Therefore, spaces are printed in the manual mainly to make the 
text as clear as possible, and you.can ignore them. In a few cases spaces 
are relevant: in these cases, the compulsory spaces are marked with an 
underline: 


The EXECUTE key EX is used at the end of command lines. Since many command 
lines ean begin the same way, but finish up differently: 


GOTO 3:0 EX 
GOTO TITLE JIM EX 


there has to be some way to tell the computer that the command line is 
over, and it is time to carry out the command. Occasionally, the computer 
asks you something that only needs a single letter, usually Y or N for YES 
or NO. In this case, there is no need to press EX as well; but there is no 
harm in doing so. 
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DROP-INS 


Rehearsing and performing the drop-in 


Ready the appropriate tracks as if recording, but leave the RECORD ENABLE 
switeh off. Then type: 


PLAY DROP-IN (FROM TIME) EX 


The tape will start from the specified time. If no time is specified, there 
will be a runup of 10 seconds (this can be changed in the MENU). In either 
ease, there is a countdown on the TV, and when the Drop-in would occur, a 
white bar appears to mark it. 


The monitoring can also be wired to rehearse the drop-in. The tapemachine 
interface contains an extra relay to switch the monitoring: this can be 
delayed relative to the RECORD relay to mimic the real delay in the 


tapemachine. This delay is found in the Machine details in the MENU and is 
discussed further in section 8. 


Note The rehearsal is repeated by retyping PLAY DROP-IN . 


To perform the drop-in, switch RECORD ENABLE on and proceed as before. 


3-24 


SECTION THREE BASIC SYSTEM 


DELETING INFORMATION 
Entries are removed from lists using DELETE command lines. There are more 
restrictions and fewer options than usual, to avoid accidents: 


You MUST specify a particular entry; no current value is assumed. 
You ean only delete within the current title. 
Examples 


DELETE CUE 3 EX 
DELETE TITLE F EX This also removes all the other 
things belonging to the title. 
An entire list can be cleared in one operation, by typing: 
DELETE ALL CUE EX or 
DELETE ALL SETUP EX 


Where ALL means the 3 actual letters. After a list has been cleared in 
this way, new entries will be numbered from 1. 
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MAKING MIXES 
INTRODUCTION 


The system is able to record mix information: this includes the faders, the . 
mutes, the VCA submasters and the master fader The entire set of levels is 
read for each frame, every 40 msec (33 in America and the Far East). Any 
changes in levels are recorded along with the time at which they happened: 
the maximum latency is one frame with an average of half a frame. There is 
no cumulative delay on playback. 


It is worth discussing the method of storage, which is quite unlike tape or 
cartridge ba dsystems. Though the mix information is locked to a timecode, 
there is no timing track on the floppy disk. A useful analogy is the taking 
of notes in a book. As each level change occurs, it is written down along 
with the time at which it oceurs. - Then, on playback, the time is 
continuously monitored and- the notebook is consulted to see if anything 
happened at the particular time. If it did, it is repeated. In essence, 
what the computer does is what a human engineer does. 


This means that a stored mix on the disk is simply equivalent to a fil of 
notes about the levels: it may be anywhere on the disk and of any size, 
independent of the length of the musie and based only on the number of 
changes in the mix. (In facet, in computer terminology sets of information 
like this are usually referred to as files). Nor does it matter which disk 
the information is on, provided it is known where it is. 


The system therefore operates by generating each new mix file onto the 
program disk. This has much of its capacity free and is very difficult to 
fill with a single mix. When the mix is finished, it is copied onto the reel 
disk for permanent storage: since its size is now known, the system can check 
if there is room for it, and if necessary warn you to delete an old mix or 
put in a new disk. 


This method has several important benefits: 


No new mix will ever displace an old one unless you have specifically 
deleted it first. 


There is no need to distinguish between Playing and Updating a mix: 
every time a mix is played back it generates a new one (which may be 
identical). You. don't have to keep the result, and it has not slowed 
down the process - but it is there if wanted. 


There is no absolute limit to the number of mixes stored for any 
one piece of sound. The only limit is the disk space, which is 
allocated at will: even if a disk is filled, it is simple to move on 
to a second. 


Mixes can be quickly copied or edited together. 


OPERATION 


Most setting-up is done automatically; unless special functions are required 
very little need be done to record and play mixes: in fact in its basie form 
this is the simplest of all automation systems. The basic procedures are 
deseribed first, with elaborations later. 

The only extra command needed to start mixing is to set the system MIX 
ENABLED using the MIX ON-OFF switch at the top of the keyboard. An 
appropriate message appears in the information box. From now on, any command 
which tells the system to control the tape also causes it to store a mix. It 
is therefore best not to enable mixing until you have some idea what the mix 
is going to be: before that time it will only add confusion. 


CREATING A NEW MIX 
If you want to start a new mix at the current position of the tape, simply 
type 

SETUP MIX EX 
If the mix is to be started at any other position of the tape, use any of the 
autolocate commands: 
or GOPTOn cw cie ss EX 
GO TO and SETUP MIX commands give a pause after the tape has arrived at 
the start point. Adjustments can be made at this time, then you continue by 


pressing EX. 


The PLAY ecommand starts the tape at once. CYCLE commands are treated as 
PLAY commands. 


EXAMPLES 


Type any relevant command line that does not include a reference to a 
mix that already exists: 


PLAY TITLE, Bx 
GO TO 3: EX 
SETUP MIX EX 
NOTE During MIXING, the TO times are not used. The tape simply plays until 


the END or CANCEL keys are pressed. This allows mixes to be 
extended on playback. — 


The system will now: 


a) Autoloecate to the start if appropriate. 
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b) Set up all channels in ABSOLUTE status (red LED). In this status, 
the fader level is recorded exactly as set. 


ce) Play the tape and record the faders. 
There is no need to do anything else: simply make the mix as normal. 
You may even wind forward or backwards: this is discussed later in more 


detail. 


Commands during mixing 


During the mix, only some of the usual commands are available: 
You can LIST directories. 
You can mark CUES. 


A BARGRAPH display is available on the TV: it can be switched on 
and off with the LARGE-SMALL key. 


You ean check how much buffer space is left for the temporary mix 
store, by pressing the LEFT arrow Key. 


KEEPING THE MIX 


At the end, if the mix was satisfactory, press END . There will be a short 
delay while a permanent copy of the mix is made onto the reel disk, and you 
will then be asked for a name. If you prefer not to give a name, just press 
EX : a number will be allocated. (Mix names can be changed later like 
titles and cues, but note that mix times CANNOT be changed.) 


If you don't want to keep the mix, press CANCEL at any time: during mixing 
you must press it twice. The first time you are asked if you really mean it: 
answer Y or N. 


Acjustment Made 
At Any Time After Start 


Original Mix 


Fader Movement 
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PLAYING/UPDATING A MIX 


Every time a mix is played back, an updated copy is generated. There is no 


need to keep this copy, but it is always there. This means that there is no 
distinction between playing and updating. 


To play back a mix, use a SETUP MIX , PLAY or GOTO command line that - 
specifies it. 


PLAY MIX EX (this means the current mix; usually the 
mix just made) 


GO TO MIX 3 EX 


SETUP MIX 3 EX This skips the autolocate: it assumes 
that the tape is already positioned. 


Three things now happen: 
a) The tape is autoloeated. 


b) All channels are set to TRIM status (green LED). Since the system 
works by recording VCA control voltages, updating is done by using 
the faders as TRIMMING controls. As the mix progresses, any 
movements of the faders from a null position are calculated and 
used to trim the old mix. 


There is no, need to set the faders to specific. NULL 
points, unlike most systems. The positions of the faders at the 
start of the mix are read and assumed to be the null points. The 
faders can therefore simply be left where they were at the end of 
the last mix, or anywhere else convenient. 


(See notes below). 
ec) The tape is played. 


The nulls are not calculated until the tape starts playing, so until then 
moving the faders has no effect on the playback. After the tape starts, if 
the faders are left alone, the mix is played back unchanged and a new mix is 
generated identical to it, which there is no point in keeping. 


If a fader is moved, say 10 dB up, the output level for that channel will now 
be 10 dB higher than on the original mix, whether static or moving. This is 
illustrated opposite. It is very easy to adjust errors of level in this 
way,bdecause the playback will follow the original fader movements: it is 
simply trimmed to a higher or lower level. 


Cuts 


Cuts will be played back, too: of course they are not trimmed. Cuts can be 

rewritten and extended simply by pressing the switch. You can shorten a 

recorded cut by waiting until it comes on, then pushing the switch ON then 

OFF. It is also possible to remove cuts completely: this is described in the . 
STATUS MENU. 


At the end of the mix, simply type END as before. Otherwise, press CANCEL. 


This is ALL that is necessary to record and update mixes. However there are 
a large number of features in the system which allow much more elaborate 
effects to be achieved when wanted. These are described in the succeeding 
pages. 


Notes 


1/ As mentioned above, there is no need to set the faders to any particular 
null point on updating. However, it may be easiest to leave the faders 
where they were as indieators of the original mix. Or, it may be worth 
setting them roughly to a fixed point, chosen at will, to serve as 

- indicators of the change from the original mix. 


2/ The TRIM status is good for adjusting LEVEL errors, but not TIMING 
errors, since you are then trying to hit a moving target. In this case 
it is best to rewrite that fader in ABSOLUTE status: see below. 


3/ During update, the faders do not necessarily show the true levels. 
These can be seen on the TV bargraphs, or by pressing VCAS TO METERS. 
The bargraphs give only a rough indication, but show whether the level 
is reaching the top or bottom of its range. The computer prevents the 
range being exceeded. 


4/ Since there is no longer a direct relationship between the faders and 
the level, it is possible to hit the endstop. You ean make the fader 
seem endless by setting the status to ISOLATE, then moving it and 
setting it back to TRIM. The system makes sure there are no level 
changes, and you now have freedom of movement. Statuses are discussed 
in the next section. 
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STATUSES - 


Fader and cut statuses are set up automatically, as discussed 
earlier.However, if you wish, they can be overridden manually to achieve 
particular effects. This can be done on individual faders, by pushing the 
associated button; or on all channels at once, using the STATUS MENU. Fader © 
and cut statuses may even be changed separately on the same channel. 


Keeping Statuses 


If you have set up a pattern of statuses by any of the methods to be 
described, you may not want the system to rest them all to the normal pattern 
on the next pass. You can protect the statuses by pressing the COPY key at 
any time during the mix. The statuses will then remain the same until you 
either 


Create a new mix 
or Change titles 
or Press the MIX ON-OFF Key 


Using the fader buttons 


Normally, statuses are changed by pressing the button beside each fader 
either while setting up, or while playing a mix. In all cases, the effect is 
to cycle the statuses between different possibilities: these possibilities 
depend on what kind of mixing is being done and what stage it has reached. 
The actual status is always shown on the LED. 


There are 3 primary fader and cut statuses: 


ABS red.~ “ED 
TRIM green LED 
ISOLATE no LED 


An ABSOLUTE fader is sent to the mix as it appears physically. 
A TRIM fader produces a trim on a mix being played back. 


An ISOLATED fader is ignored completely by the mix but may be 
monitored. 


SECTION TWO TUTORIAL 


LEARNING THE SYSTEM 


If you are unfamiliar with the SSL Computer, we suggest you work through 
this section, to get acquainted with some of its capabilities and to get the 
feel of the way it is used. These pages have been written as a detailed 
tutorial introduction, to help you as a beginner, and contain examples of 
practically all the most-used functions. By the time you have worked through 
them, whieh should only take an hour or so, you should be quite used to the 
system and able to make it work for you with very little further reference 
to the manual. 


Otherwise, you can skip right to the descriptions of the particular 
funetions you need, in the next section, or use the indexed reference 
section at the end. 


STARTING UP 


If this is the first time you have used the SSL Computer, it is probably 
best to have someone get it started for you, so that you can begin using it 
at once. However, if there is no-one experienced around, it's simple 


enough to get started on your own. sk 


First, switch the computer on; the mains switch is at the back of the 
eomputer rack. The TV screen will be filled with gibberish, and the computer 
will not respond to anything you type on the keyboard. In fact, it displays 
all the signs of a dead machine. This is because this computer has no 
program permanently in it: the program provides the sequence of instructions 
whieh allow it to funetion. The program now has to be loaded into the 
computer from a permanent store, a FLOPPY DISK, before the system can be 
used. 


The procedure varies according to which of two versions of the system you 
have. Recent computers are supplied with a slim floppy disk drive as in 
picture at the top of the next page. Older systems have a larger drive as in 
the picture below that. In either case, you will need two disks: a PROGRAM 
DISK and-another. You will have been supplied with several copies of a 
PROGRAM DISK: take one marked 'Working copy’. The second disk is going to 
become a new REEL DISK: at the moment, it can either be a blank disk or an 
old Reel Disk that isn't needed. The significance of the REEL DISK will be 
explained later. 


There is a section describing floppy disks and their care later on: you ean 
refer to this now if you feel completely unfamiliar with them. 
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Status in NEW mixes 


Before the start 


If you use a GO TO or a SETUP MIX command, the system will pause after 


jocating a tape to the start. At this time, by pushing the buttons, the’ 
faders may be cycled between 


ABSOLUTE 
and ISOLATE 


This ean be useful in order to build up the mix in stages: The ISOLATED faders 
will not be recorded: when the time comes for updating they will automatically 


be set, not to TRIM but to ABS - since there is nothing on these channnels to 


TRIM. They will now be recorded as an original mix. (Or can be ISOLATED 
again). 


After the start 


Once the mix is underway, any channel which is ISOLATED cannot be changed back 
to ABS. For the remainder, the cycle is 


ABSOLUTE 
and PREVIEW ABSOLUTE (Flashing red LED) 


This means that the fader level is monitored but not sent to the mix; by using “~— 
this status you can preset a level and then punch into it at the correct time. 


Status in UPDATE mixes 
Before starting 
At this time the cycle is 

TRIM 

ISOLATE 

ABSOLUTE 
ISOLATE ean be used to protect individual faders which represent parts of the 
mix which are already correct, to make certain that they are not altered. 
(However, the alternative is simply to keep your hands off them). 


ABSOLUTE status is used where a channel has to be rewritten from scratch. 


NOTE In update, ISOLATED faders are completety disconnected and have no 
effect either on the mix or the monitor. 
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After the start 
Normally, the cycle is 


TRIM 
(AUTOTAKEOVER) Flickering LEDS 
ISOLATE 


ABSOLUTE is not directly available in the cycle: but see below. 


Autotakeover 


During update of TRIM channels, there is an extra status: AUTOTAKEQVER. This 
is a mechanism to allow the fader to be matched exactly to its initial nul] 
point. It is used if you have made a correction in level and now want to 
return to the original mix. 


When you press the fader button, both lights come on: one flashes, 
indicating which direction to.-move the fader. When it reaches is in the 
correct position, the lights go out and the fader goes to ISOLATE. 
From now on, further movement has no effect. 


If both lights flash, this means that the CUT switch is now in a 
different position from when the mix was made. 


You have now returned cleanly to the original mix: if you press the button 
again it returns to TRIM, ‘with no level jump, and you can make further 
changes. 


Isolate 


At the end of autotakeover, the fader is in ISOLATE; you can also go direct to 
ISOLATE by pressing the button TWICE. 


Note If the fader had never been moved from the original position, it would 
go straight through autotakeover to ISOLATE at once. 


As well as protecting faders against accidental movement, ISOLATE can be used 
to make the fader seem endless: ISOLATED, it can be moved wherever you wish 
without affecting the mix or the monitor. When it returns to TRIM, the 
computer recalculates the null point to make certain that the level stays 
exactly the same, wherever the fader is. 


For example, if you started the update with the fader too near the top and 
eannot get enough trim movement, put the fader into ISOLATE by pressing the 
button. If it goes into AUTOTAKEOVER, press it again. Then put the fader 
anywhere convenient and press it once more to reset TRIM status. 


Alternate status cycle 


There are means of getting into ABSOLUTE while updating: see below. ‘However, 
if you prefer to be able to punch into ABSOLUTE at any time, you may specify 
an alternate cycle of statuses while the update is running: 


TRIM 
PREVIEW ABS (flashing red LED) 
ABSOLUTE 


This allows you first to put the fader into PREVIEW ABS, and to move it to 
any level you wish: you hear it on the monitors but it has no efect on the 
mix. Then when the button is pushed a second time the mix jumps to the new 
level. 


This alternate cycle is set up from the SETUP MENU on the THIS SESSION page, 
which makes it permanent. It can be switched on and off on a temporary basis 
by typing NA EX for No Autotakeover, or AU EX for AUtotakeover. 


Note If you use this option, you cannot ISOLATE a fader, in order 


to make it seem endless, directly with the button. Instead, you must 
use the STATUS MENU. 


MATCHING THE FADERS TO THE MIX 


The nulling system incorporated in the computer means that there is usually 


no need to put the faders at the same position they were at in the original 
mix. 


However, there are several occasions when this is useful. For example 


To punch into ABSOLUTE without a level jump 
To JOIN a section of a new mix with ROLLBACK 
To match different mixes that are to be JOINED 


Level matching can be achieved at any time during the mix, whether or not the 
tape is moving, by pressing the MYX kev. The message LEVEL MATCH appears 
in the information box, and may be toggled on and off with the MIX key. When 
it is on, the LEDs on the faders do not indicate status, but the position of 
the fader compared to the original mix. One or other LED comes on to indicate 
which direction to move the fader. 

If the fader is HIGHER, the red LED flickers. 

If the fader is LOWER , the green LED flickers 

If the CUT has changed, both LEDS flicker. 


The LEDS therefore indicate the direction to move the fader. Note This is a 
change from the previous program. 


The faders are ISOLATED while LEVEL MATCH is on, so they can be moved 
freely without affecting anything. When the fader matches the mix level, both 
LEDS come on solid. Finally, when you leave LEVEL MATCH all the nullpoints 


are recalculated so that there are no level jumps even where the faders have 
moved. 
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While the system is in LEVEL MATCH mode, the fader buttons will always foree 
the status to ABSOLUTE. It is therefore very simple to go to ABSOLUTE 
without a jump: just match the level then push the button. This is 


particularly useful for rewriting a section of a mix which is too badly wrong 
to trim. 


Match the level 


Go to ABSOLUTE : switeh LEVEL MATCH off 
Rewrite the section 


Press the fader button to return to TRIM 


On return to TRIM the null is readjusted so that there is no level jump. 


Playing mix TRIAL 4:29:48.27 


You can adjust status now: 
Press EXECUTE to continue 


"Absolute fader values are 
monitors and mix 
Select channels with fader buttons. 


sent “to 


P ABSOLUTE 

A DISCONNECT 

f TRIM 

# PLAY FADERS ONLY 


# PLAY CUTS ONLY 
s PREVIEW ABSOLUTE 
fs PREVIEW TRIM 


MIX ENABLED 
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EXTRA STATUSES 


There are several extra statuses provided to produce special effects. They 
only apply during UPDATE mixes. These statuses are available from a STATUS 
MENU, which can be switched on and off at any time with the 
FADER STATUS MASTER key. 


The status menu is illustrated opposite: to choose a particular status, use 
the cursor keys to move the marker to the appropriate line. As you do so, a 
description of that status will appear above the selector box; it is the 
eurrently available status. While the status menu is on the TV, pushing any 
fader button will ALWAYS set the fader to the current status. 


Note that two columns are printed against each option line. If the cursor is 
in the inner column, marked ONE, the status will be selected on individual 
faders when their status button is pushed. If the cursor is in the outer 
eolumn, marked ALL , then the status of ALL faders will be changed. Use the 
RIGHT or LEFT cursor key to change columns. 


Note Remember to remove the status menu from the TV when you have finished, 
if you want to use the fader buttons for anything else. If you don't, 
it will override the normal cycle. 


The status options 


The options allow separate update of cuts and faders; preview of ABS or TRIM 
levels for punching in on a cue, and adjustment of the Master fader status. 


a) PREVIEW ABS. Red LED flashes. 


In this status, the fader is in ABSOLUTE, and the result is heard on the 
monitor. However the computer ignores the fader and assumes that the level 
is the same as before. When the fader button is pressed, the status returns 
to normal ABSOLUTE. : 


This status can be used to preset a level on the monitors and then punch in 
to it on cue. 


b) PREVIEW TRIM Green LED flashes. 


This status is the equivalent of PREVIEW ABSOLUTE but for a TRIM channel. 
The old mix is sent unchanged to the output, while the monitors are sent 
the trimmed version. On pressing the fader button there is a jump to the 
trimmed level. 


¢) PLAY. CUTS ONLY Green LED mainly OFF: flashes ON occasionally 
PLAY FADERS ONLY Green LED mainly ON : flashes OFF 


Mixes always record both faders and cuts. However, using these options 
you ean choose to play back only one or the other. 


If FADERS are played back, prerecorded cuts are ignored and may 
be redone. 


If CUTS are played back, the fader is in ABSOLUTE status and may 
be rewritten. 


Many people prefer to record all the cuts first, then add the faders: this 
ean be simply done by making the original mix as usual, then setting the 
status to PLAY CUTS ONLY at the start of the playback. 


d) MASTER FADER STATUS 


The master fader does not have a button or LEDs. Therefore, if you have 
made a mistake on the fadeout you can set the master fader back to 
ABSOLUTE by using this selection. 


SELECTIVE CONTROL OF MIXES 


So far the mixes have been discussed purely as complete objects to be made 
and updated in one piece. However, there are a number of ways of correcting 
sections of a mix: the next pages describe these. 


The mix and the machine: including ROLLBACK 


You can wind the tapemachine freely while making a new or update mix. The 
mix system will chase the tape to the best of its ability and will continue 
generating the mix. 


If you wind FORWARD: 


For a NEW mix, nothing particular happens. All information 
continues to be output unchanged unless you move the controls: 
in this case the changes will be recorded but since you are fast 
winding of course the timing cannot be precise. 


For an UPDATE mix, the same applies. All the old mix 
information is output to the update with its timing completely 
unchanged however fast the tape is winding. Any adjustments 
will again be imprecise in timing. 
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If you wind fast through a heavy mix, the disk may not be able to keep up 
continuously. In this ease the message CATCHING UP appears: no more changes 
ean be recorded until the message goes away. 


You can update parts of a mix by simply fast winding through the 
rest. The effect is EXACTLY as if you were playing through the entire mix: © 
that is, TRIM channels will go through unchanged unless the fader has been 
moved from the null, and ABSOLUTE channels will be rewritten. 


ROLLBACK 


If you wind BACKWARD, the system goes in to MIX REVIEW mode; a message 
appears on the TV to that effect. In review mode you are rolling back over 
the mix you have just done, and it is output to the monitors; this is true 
whether the tape is moving backward or forward. In review mode you can only 
listen, not adjust: the system remains in review until: 


The tape reaches the point you rolled back from, or another point you 
specify, or 


You press the REVISE or JOIN keys. 


Everything then returns to the normal, MIX RUNNING state. 


Rollback has 2 major uses: 


1/ You can use it simply to check if what you have done is correct. 
Wind the tape back as far as you wish then play forward. 
You hear what you just did, whether it is a new mix or an update. 
When the tape reaches the point you rolled back from, the system 
returns to normal. 


2/ You can use it to correct mistakes. While the system is in 
review mode, the faders are ISOLATED. However if you press the 
REVISE or JOIN keys at any time, it goes back to normal at 
once. You have effectively removed anything you did after that 
point and can try again. 


In a NEW mix, this means that there is no further recorded 
information after you press REVISE . 


In an UPDATE mix, you have returned to the previous version you 
were updating. 


Rollback therefore provides a simple way of generating mixes in a standard 
‘rock 'n roll' fashion, where you run until you make a mistake then wind back 
and punch in at a convenient point. But in this ease there is no need to 
record anything: the computer is keeping track and can play off the result at 
the end. Or, record as normal: if you then find mistakes it is trivial to do 
a revised version. 


What happens when the REVISE or JOIN keys ‘are pressed? 


If the rollback oceurs over a section where faders were moving, they will not 
always be in the same position as the sound. If you leave the rollback to 
run out to the end, the faders will be matching again. But if you come out of 
revise mode early, with a JOIN or REVISE key, there may be a mismatch. 
There are two possibilities: either you intend the mismatch, in order to 
create a jump in level at a particular time, or you want to pick up the mix 
smoothly. 


If you want a JUMP in level, press the JOIN key. 


If the status is ABSOLUTE, the sound will jump to the new 
absolute position of the fader. 


If the status is TRIM, ‘the sound will jump to the new level of 
trim (the distance from the null to the fader) and will then 
still TRIM, so 


If you want a SMOOTH transition, you have two possibilities. You can 
use the LEVELMATCH facility, then press JOIN . Or you can avoid having to 
levelmatch by pressing REVISE. 


ABSOLUTE channels are checked to see if the fader matches the 
sound level. If not, the channel is put into a special TRIMMED 
ABSOLUTE status (both LEDs on); this adds a trim to the level, 
to make the fader behave as if it was in the correct absolute 
position. The fader can be placed in roughly the right area 
before you press the REVISE key, or it can be left alone. 


From now on, the fader behaves as normal: the knob is simply 
displaced. If you run out of travel, the fader button will set 
the status to ISOLATE, and the fader can be repsitioned just as 
in TRIM. And you can return the fader to normal ABSOLUTE at any 
time by using LEVELMATCH and the pressing the fader button. 


TRIM channels simply have their nulls recalculated, to prevent 
any level jump: the status doesn't need to change. Again, you 


ean position the fader anywhere you like before pressing 
REVISE . 
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Specifying the end of the Rollback 
If you want the rollback to end at a specifie time, rather than when a key is 


pressed, this can be entered at any point before or during the rollback. The 
command line is 


AT TIME JOIN EX 
or AT TIME REVISE EX 


For example, if there is a scene change at cue SCENE, at which you want the 
levels to change, type 


AT CUE S JOIN EX 


Notes 

1/ You can wind forward and backward in review mode, too. 
If you wind before the start of the mix, nothing will happen 
before the tape gets to the beginning again. 

2/ You cannot rollback and revise faders selectively: it has to be 
all or none. If you need to correct just some faders, the best 
way is probably a PLAY JOIN command: see below. 

3/ Note the CATCHING UP message that appears if you rollback 


rapidly or a long way. The system cannot accept any new input 
until it has caught up, so if you start playing forward again 
before that time, the results will be unpredictable. 
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PLAYING BACK PARTS OF MIXES 


Mixes do not have to be played or updated from the start. You can equally 
well type lines such as 


PLAY MIX FROM 2: EX 
GO FO MIX; P “AT CUE B EX 


An output mix is generated in the usual way, but starts only at the 
designated time. Similarly, the ouput stops when you press END. Such bits 
of mixes are useful for later JOINING. 


Updating parts of mixes without playing all: PLAY JOIN 


If only a part of a mix needs updating, it is a nuisance to have to play the 
whole mix through. It is therefore possible to play and update only part of a 
mix but for the output to include all the rest of it unchanged. This is the 
PLAY-JOIN function, so called because you PLAY part of the mix while JOINING 
it onto the rest. (Compare this with the JOIN function described below, 
where independent mixes are edited together without being played at all). 


Commands 


PLAY JOIN MIX XX FROM TIME EX 

GOTO JOIN MIX YY FROM TIME EX (in this case, the system 
pauses as usual to allow statuses 
to be changed) 


Suppose you want to make an adjustment to a few seconds of the mix SOLO 
starting at CUE 3. Type the command line 


PLAY JOIN MIX S FROM CUE 3 EX 


The system will : 


a) Locate the tape at the cuepoint. 
b) Copy all of mix SOLO before that time unchanged. 
ec) Start updating the mix as usual from then on. 


You can now make the corrections. When finished, there is no need to play 
the rest of the mix: press END. The rest of mix SOLO is now copied to the 
output as if you had played it. The resulting mix covers the entire time 
that the original mix does. It is identical to mix SOLO except for the 
section that was adjusted. 
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Notes 


1) Remember that the mix returns exactly to the original after END is 
pressed; any changes made do not continue on. There is the. 
possibility of level jumps at the end of the adjusted section. If you 
want to prevent these, the AUTO-TAKEOVER function is very useful to 
ensure that the adjustment is matched back perfectly to the original 
mix. 


Compare this with the effect achieved by fast-winding to the end of 
the mix, when any TRIM changes or ABSOLUTE rewrites will continue on. 


2) It is necessary to specify the start time for each PLAY JOIN command. 
Otherwise the system will asume the start of the mix. The REPEAT 
key is handy here. 


JOINING MIXES 


A title does not have to be mixed as one complete unit. Instead, different 
sections can be mixed independently, and later joined together to form the . 
final mix. However, all mixes to be joined must be in the same title. 


For example, you might want to mix the several scenes of a production, which 
include major changes on the cuts,separately. Each of these mixes can be 
given the appropriate name and refined separately. Then the mixes are joined 
to produce a new complete mix. Joining is also useful simply to replace 
unsatisfactory sections of a mix, though the PLAY JOIN function may be 
quicker in this case. 


There are 3 types of join: 


BUTT JOIN Two mixes are joined end-to-end. 
INSERT JOIN All or part of one mix is inserted into another. 
TRACK JOIN Some tracks from one mix, others from another. 


The first two types are very similar; all the channels switch from one mix to 
the other either once or twice at specified times. Track joins do not 
specify a time, but do specify channels. 
Butt joins and insert joins 
The command line format for both kinds is 

JOIN (MIX) B TO (MIX) A (AT TIME) EX 
or JOIN (MIX) B TO (MIX) A (FROM TIME) (TO TIME) EX 
The MIX key is optional and omitted from the rest of this discussion. 
Note that the LATER mix is always referred to FIRST: you are joining the 
later mix ONTO the first one. 
Joins without specifying times 
Mix SECOND is later than but overlaps mix FIRST. The command line 


JOIN S TO F EX 


results in a new mix being created, consisting of mix FIRST up to the start 
time of mix SECOND, then mix SECOND until its end. This is a BUTT JOIN. 


Mix INSERT is fully contained within mix FIRST. In this case 
JOIN 1: TOF EX 


results in an INSERT join: Mix FIRST, then mix INSERT, then FIRST again. 
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The joining process will take a few seconds, while the information is 
shuffled around. The new mix can then be named in the usual way. 


Note Mixes that are to be joined should always overlap, even if only by a 
second or two. 


Choosing the join time 
If the mixes overlap considerably, you may want to choose the join point: 
JOIN 7S) TO 'F “AT 2:10 “EX 
When an AT time is specified, the new mix stops at the end of the second 
mix, even if the first mix actually extends further. That is, the AT key 
always forces a BUTT join. 
You can also specify a section of one mix to insert into another: 
20IN. T. FO, FROM. V TO. 7 EX 


inserts the section of mix THIRD from cue VERSE to cue 7. 


If the FROM time is left out, the insert starts from the 
beginning of mix THIRD. 


If the TO time is left out, it will be assumed to be the end of 
the mix that ends LAST: in this case, mix THIRD ends last, so 
this would actually produce a BUTT join. 


TRACK JOINS 


If you want to take some channels from one mix, and other channels from 
another, use a TRACK JOIN. The command line is 


TRACK JOIN A TO B EX 


In this ease, it doesn't matter which order the mixes are specified, since’ 


there is no time involved: the entire length is included, from the earliest 
start to the latest end. 


After giving this command, you are invited to choose the channels that are to 
come from mix A. You do this by pushing the fader buttons: the RED LED 
lights up. If you push the button again, the channel is unselected. When 
you have finished, press the JOIN key. 


At this time, if all the remaining channels are to come from mix B, simply 
press EX . If some channels are to be left out altogether, now select the 
ehannels that come from mix B: the GREEN LED lights up. Deselect them by 
pressing the button again. 


The Master fader can be assigned to either mix by pressing M_ at the 


appropriate time. If you leave this out, it will be assumed to belong to the 
SECOND mix. 


Finally, press JOIN again, and wait for the process to complete. 
The resultant mix is named as usual: any channels which were left out will 


be treated as if they were ISOLATED, and will automatically come up in 
ABSOLUTE status when the mix is played back. 
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TOTAL RECALL 


Total Recall is an optional addition to the SSL system that allows the 
position of every control on the 611 I/O module to be read by the computer 
and stored on the Reel Disk. This record of the state of the console is 
called a SETUP ;each title has its own list for setups, and you may record 
as many as you wish. The setups may then be recalled onto a colour-graphie 
sereen and the console simply and quickly restored to the state is was in 
when the setup was recorded. This allows you to return to a project later 
in the confidence that you can immediately recreate the sound even in a 
different studio; and it allows studios to interleave different jobs. 


STARTING UP 


The Total Recall system uses a separate microcomputer to control its real- 
time colour graphics: when the main system is initially loaded the program 
for the graphics computer is sent to it. This process takes some 25 seconds, 
so to save wasting that time you are asked 


Total Recall in use? 


and must answer Y for it to be loaded. If subsequently you want to use the 
system, give a 


BEGIN EX 
command and the question is repeated. 


The graphics computer uses a separate colour monitor: exact details vary 
between installations. Once loaded, the monitor displays the message 


SSL Computer running Total Recall 


STORING SETUPS 


Store a complete sean of the console by giving the command 
NAME SETUP SCABS EX 
The name is optional as usual. Reading the console takes 5-8 seconds. 
An existing setup may be revised with new information by typing 
REVISE SETUP S EX 


Note that the entire setup is rewritten. 


PLAYING SETUPS 


A setup is played with the command line 
PLAY SETUP XX EX 


Onee the setup is playing, normal keyboard commands are disabled: only the 
Total Reeall system is running. 


There is a pause of about 5 seconds, then the graphies screen fills with a 
representation of module 1 on the console. This divides the module into 5 
sections displayed next to each other across the screen. Within each section 
the controls are laid out and coloured exactly as on the module. 


POTS are represented by horizontal lines with small bars sticking 
up and down. Below the line a coloured bar represents the 
position of the control when the setup was stored. Above the 
line a white bar represents the current position. As you move 
the control, so the white bar moves: when it matches the old 
position it too becomes coloured. 


SWITCHES are represented by rectangles. If the switch is set 
differently to its setting when recorded, the rectangle is 
bright. If it is the same, it is dim. 


POTS with SWITCHES are represented by a horizontal bar with a 
rectangle at one end. 


In order to set the module to its original state, all that is necessary is to 
adjust the controls until there are no bright features on the display; the 
eontrols then match the setup to within a specified TOLERANCE, set to 2%. 


Note that the pointer may still not line up perfectly: when they do, the 
aecuracy is within 1%. The system therefore provides 2 levels of precision. 


There is an alternative, close-up display. This represents the Pots as 
eireles, and labels all controls, but cannot fit the entire module onto the 
sereen simultaneously. The display size may be switched with the LARGE- 
SMALL key: onee the close-up display is running, it automatically selects 
the section of the module you are working on. 
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CHOOSING AND SWAPPING MODULES 


To display a selected module, simply press its fader button. As soon as the 
system detects this, there is a slight cheep; there may then be a delay of. 
4-5 seconds and the new module is displayed. Information may be swapped 
between modules to reflect changes in the patching of the console. To do 
this, press the COPY key: the message 


Choose modules to swap 


appears, and you do this with the fader buttons. Note that this change is 
only in the playback of the setup, not in the setup itself. To change that, 
match the controls then Revise it. 


This completes the Total Recall system. It has deliberately been kept as 
simple as possible, and the setting up can therefore be done by anyone before 
the main business of the day. Here at SSL we have successfully trained 
chimpanzees, pigeons, and even Directors to do the job. 


NOTES 


1/ While a Setup is being played, all the controls are being read at high 
speed. This inevitably causes some noise. 


2/ In this revision, there is no means of setting the display tolerance to 
different values: the pointers always stop being bright at 2%. In the 
next revision this will be controllable in the MENU. 


SECTION SIX 


REAL TIME 


This page left intentionally blank 


SECTION TWO TUTORIAL 


a 


New systems 


Looking at the drive, you will see that there are two horizontal slots. One 
of these is marked P (for PROGRAM), the other is marked R (for REEL). Place 
your PROGRAM DISK in the slot marked P with the label upwards, push it in 
till it clieks into place, then lock it in by turning the bar downwards 
until it too clicks into place. The drive should begin to whir. Now place 
the other disk in the drive marked R , in the same way. 


Press the 'Solid State Logic' name on the front of the drive. The program 
begins to load: the TV sereen will clear and if you look at the dot of the 
'i' of "Logie’ you will see that it is green. When the loading is complete, 
the dot will turn red, and the start-up message will appear on the screen. 


Old systems 


These systems have floppy drives with a separate mains switch: make certain 
that this is on. Looking at the drive you will see that there are two 
vertical slots, each numbered on a thumbwheel switch. One drive, usually 
the one on the left, must be numbered 0, the other 1. 
Place your PROGRAM DISK in the drive numbered 0, which will from now on be 
known as the PROGRAM DRIVE, with the label to the right: push it in until it 
elicks into place, then close the door until it clicks, too. At this time, 
one of the LEDs on the drive panel, marked READY, should light up. (If it 
doesn't: did you put the disk in the right way?...). Now put your other 
disk in the other drive, in the same way. 


There is a small push button on each side of the front panel, by a light 
marked WRITE PROTECT. ‘This light will be on: it means that the system 
eannot write new information to the disks. This is undesirable, so push the 
buttons: the lights should go out. 


Now go to the computer itself. It has a front panel containing several touch- 
sensitive switches. With one finger, push the switch marked ENBLE; with 
another, push the switeh marked START. (You can ignore the various lights on 
the front panel). The Program Drive should begin to click, loading the 
program. The TV screen clears and, after a few seconds, the start-up message 
appears. 


6-2 


SECTION SIX REAL TIME 


REAL-TIME SYSTEM 
INTRODUCTION 


The Real-Time system is an optional addition to the SSL Studio Computer. It 
is designed to automate the operation of fader levels and mutes in two main 
circumstances: 


1/ Live performance and broadcast, where balances must be 
ehanged on cue at times established in rehearsal, or even in 
unrehearsed order. 


2/ Audio postproduction of video or film, where large numbers of 
faders can change in complex but predetermined patterns. 


The system provides two new ways of organising fader information, PRESETS 
and SEQUENCES. 


A PRESET is a snapshot of all the faders and euts on the console 
at a particular time. 


A SEQUENCE is a collection of presets which allows them 
to be played in a specified order. 


Each title has its own list of presets and of sequences: there may be up to 
100 presets per title and about 50 sequences. Sequences may be chained 
together, even if the title is changed. 


HARDWARE 


The system is controlled from the keyboard and from an extra panel, the 
Real-Time panel. This is illustrated opposite, and consists of the 
following controls: 


1/ CROSSFADER to fade between presets 
2/ SWITCH button, to cut between presets 
3/ FORWARD/REVERSE/HOLD buttons, to control direction. 


The system also includes a complete microcomputer-based interface with the 
main computer. 


PRESET COMMANDS 


Naming Presets 
NAME PRESET LOUD EX 


eauses the level of each fader and cut at the instant that the EX key is 
pressed to be recorded under the given name. If no name is specified, a 
number is assigned to the preset in the usual way. If the name already 
exists, you have the option to replace the old preset or give a different 
name to the new one. 


Note that the actual timecode at the moment the preset is named is not 
relevant, and not stored. A preset is time-independent. 
Playing Presets 
The preset may be recalled at any time by typing 

PLAY PRESET F EX 
or just PLAY PRESET EX 
if it is the current one. Presets may he recalled in any order, as many 
times as required; note however that it can take up to 1 second to load the 
preset from the disk: if precise timing is important you should create a 
sequence. 
As soon as a preset is being played, the status of the faders becomes TRIM, 
and the faders become |trimming controls. (For a full diseussion of the 


fader statuses, see the |section on MIXING) The statuses of the individual 
faders may be cycled by |using the fader buttons. 


Revising & modifying Presets 


A preset can be revised at any time by typing 
REVISE PRESET F EX 


The new snapshot of the console is stored under the same name. This can be 
done while the preset is being played, so it is simple to modify a preset in 


the light of later experience by playing it, adjusting the relevant faders, 
then typing 


REVISE PRESET EX 
Since it does not matter where the levels that are stored in a preset came 


from, you can derive a series of presets in the same way, by trimming faders 
and naming new presets. 
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SEQUENCES 
Sequences are derived from the presets, which are put into a specified order 
and may have timecodes associated with them. 


Naming a Sequence 


If the presets were created largely in the order you want to play them in, 
the simplest way to create a sequence is to type 


NAME SEQUENCE CONCERT FROM PRESET EX 


which creates a sequence with all the presets in order. 
(The name is of course optional). 


If you want to build up the order of presets from scratch, type 
NAME SEQUENCE TEST EX 
which creates an empty sequence. 


In either case, you may edit the sequence, adding and deleting presets as 
desired: this is deseribed in the next section. 


When all editing is complete, the sequence is stored on disk by pressing 
END. If the sequence is not stored in this way, it will be lost . 


Editing Sequences 


Sequences ean be both created and modified by editing. In the previous 
section, it was described how to create a new sequence. Either this, or the 
command 


REVISE SEQUENCE XX EX 


(which specifies an already-existing sequence), will prepare the sequence to 
be edited. 


Editing is done by moving a CURSOR to the appropriate part of the list using 


the arrow keys, then typing in information. For the moment we shail confine 
ourselves to the preset names. 


A preset is specified in the list by placing the cursor then typing enough 
of the preset name to identify it, according to the usual rules, followed by 
EX or any of the arrow keys. The entire name will then appear in the 
sequence list. If the name doesn't exist, or is ambiguous, the appropriate 
messages appear in the command box. 


If there is already a name in the position chosen, it will replaced by the 
new one. 

Adding and Deleting names 

You ean always add more names at the end of the list by using the DOWN 
arrow key after each one. To insert extra names in the middle of the list, 
place the cursor on the name before, and press JOIN: each time you do this, 


a hole will appear for extra names. 


To delete an entry altogether, place the cursor and press DELETE . 


Completing the edit 


The result of the editing is only in the computer's temporary memory. To 
store it permanently on disk, complete any entry you are in the middle of 
typing, then press END. 


6-6 


SECTION SIX REAL TIME 


Notes on editing 


1/ The sequence can use the presets in any order, and each preset can 
be repeated as many times as desired. 


2/ Sinee you only have to type enough of a preset's name to identify 
it, ereating the sequence is very quick: however, it is more than 
usually important to be sensible about the names you choose, to 
make them easy to distinguish. For example, if you have two 
presets, each featuring a different vocalist'’s microphone, you 
might call them 


VOCAL 1 
VOCAL 2 


which can be reduced to V_1 or V2 . ( the underlines 
represent spaces). Better yet, why not use the vocalist's names? 


9:18.00 
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SECTION SIX REAL TIME 


PLAYING SEQUENCES 


A sequence is started by typing 
PLAY SEQUENCE B EX 


At this time, the sequence display as illustrated opposite appears. It 
_ consists of 


1/ The SEQUENCE itself. 


2p A WINDOW over the sequence showing the current preset being played 
and the next one to be played. 


3/. A representation of the CROSSFADER, showing the current 
and next preset number. 


Initially, the crossfader is closest toward you, and the FORWARD button 
illuminated. 


Notiee that the first preset in the list is named SAME and that the fader 
levels have not yet changed; This allows you to enter the sequence smoothly 
without affecting the current sound. You can now play the presets in order, 
either by pressing the SWITCH on the real-time panel to cut from preset to 
preset, or by moving the crossfader to, wait for it, crossfade. 


As soon as you do either of these, the levels change to the appropriate 
preset. The faders are in TRIM status, just as if you were playing the 
preset alone. Any adjustments made to the levels will be carried through to 
subsequent presets in the list. 


The ISOLATE and AUTOTAKEOVER functions are available as in Mixing, and are 
deseribed in that section. The LEVELMATCH and extra status functions are 
not yet available while playing sequences. 


NOTES 

1/. The switeh button can only be used when the crossfader is at one 
end of its travel. 

2/ The fader levels will always change on cue, with frame 


accuracy. However, the display may take up to a second to 
re-adjust itself. 


3/ The sequence does not have to be played from its start: 
you ean type 


PLAY SEQUENCE FROM 10 EX 


where 10 is the serial number of the preset you want to 
start from, not its. name. 


Changing the way the sequence is played 


The sequence will normally play forward in order to its end. However, you 
ean change this in several ways. 


The HOLD switch stops all movement: while HOLD is true, the crossfader and 
switch change only between the two current presets. 


The REVERSE switch causes the sequence to be played in reverse. 
Skipping Presets 


If you press the current direction switeh ( FORWARD when moving forwards, 
REVERSE when moving backwards), the next preset in line is skipped and the 
one after appears in the window: this can be repeated as many times as 
desired. This fold in the sequence allows you to go on directly to any 

later preset: after you have done so, all the folded presets inbetween 
reappear above the window. 


To unfold, simply press the other direction switch. 
Editing while Playing 


For even more flexibility, you may edit a sequence even while playing it, 
whieh ean be very useful if things suddenly change. The only restriction is 
that you cannot change any of the details of the current two presets: that 
is the two in the window. This is so that the sound will never change 
unexpectedly. Any changes will not be stored until you press END , but 
don't do this until finished playing the sequence. 


The combination of being able to hold or reverse at any time, and 
of being able to skip, provides great flexibility in dealing with 
the unexpected. If even that isn't enough, remember you can 

still edit the sequence while playing it. 


Chaining Sequences 


You may type a new PLAY SEQUENCE command even while playing a 
sequence. Usually, this would be done at the end of a sequence, 

and since the new sequence will start with SAME, there will be a 
seamless transition to it. 


SECTION SIX REAL TIME 


TIMED SEQUENCES 


So far, we have discussed untimed sequences, which specify the order of 
presets but not when they occur or how long the trans itions should take. 
This form of sequence is appropriate to live performances; but if the 
timings are already known and will not change, as with a dubbing chart, they 
ean be entered directly into the sequence. This is done by filling in the 
two extra columns: TIME and XFADE. In this way, the sequence can be driven 
from a timecode exactly as a normal mix is. 


Timed occurrence 


If a time is entered into the TIME field of a sequence entry, then the 
transition to that preset will occur then. The time may be entered in any of 
the usual formats (timecode, cues, titles etc); it should be noted that if 
there is not enough room for what you are typing, it may make a slight mess 
of the display temporarily. 


Timed Crossfades 


When the XFADE field of a sequence entry is blank, the time of the trans 
ition to it will be a cut unless the manual crossfader is used. If a time 
is entered, there will be a crossfade of that length, instead. The time may 
be up to 59 minutes long, though only the seconds and frames will be 
displayed. If the time of occurrence is specified, it marks the BEGINNING 
of the erossfade. 


Changing times 
New times can always be written in place of old ones. 
There is a NUDGE facility. If the + or - keys are pressed, the 
time by the cursor is nudged forward or backward one frame at a 


time. 


If you write a time as well, the nudge is that long: 
3.10+ EX adds 3 seconds and 10 frames to the time. 
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ZX Installation Instructions 


Step 1: Physical Installation 


SSL Computer Overview: 
Before starting the installation, a brief explanation of the SSL computer is required. Please 


refer to the diagram on the next page, and note the slot positions with card names in bold. 
These positions are mandatory, as there are specific connections on the computer mother 
board that they require. The TR Computer is optional, and is therefore in italics, however must 
be installed as shown if fitted. 


Note 1: These slots are filled with different cards, dependant on the age and series of the 
computer, type of processor and drives. Whichever cards are fitted, it is important to note that 
they are always loaded from the right-hand side, with no empty slots between them. 


As a minimum configuration, there could be as few as 3 cards fitted in slots 2, 3 & 5 : Memory, 
SMPTE & Tape Machine Interface. 

As a maximum configuration, there could be up to six cards in slots 2, 3, 5, 6, 7 & 8. These 
would be SASI Interface, Memory, Floppy Controller, SMPTE, Tape Machine Interface and 
Printer Interface. 


The actual order of these cards is not critical, but many engineers have favored setups. 
Certain computers operate more reliably with the cards in an unusual order, so our 
recommendation is not to disturb the existing setup. 

For further information on which cards are fitted, and their purpose, please contact The Desk 
Doctor. 


Cables: 

To complete the installation of the ZX card, the following cables will be required: 

1. An S29E machine cable. This needs to run between the ZX card and the console 
connector panel. It is easiest to make this using 25 way ribbon cable, with a DB25 female 
connector at the console end, and an IDC26 female at the ZX Card end. 

2. Abalanced timecode cable. This needs to run between the ZX card and a convenient 
location for the machine to be controlled. We recommend running it to a spare patch-point 
on the console patchbay. It should have a stereo 1/4” connector at the ZX Card end. 

3. A 9-pin cable (optional). This needs to run from the ZX Card to the machine to be 
controlled. It is a standard RS422 pin-out, pin-to-pin configuration, and should have a 
DB9 male at the ZX Card end.. 

4. A Video Sync cable (optional). This needs to run from the ZX Card to a Video Sync 
Generator. It should have a BNC at the ZX Card end. 
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Installation: 


a) 


Install the S29E machine cable between the console connector panel and the SSL 
computer, DB25 female at the console end, and IDC26 at the computer end. 

At the console end, plug the cable into the DB25 male connector labeled 'S29E' or 
‘Multitrack’ on the connector panel. 

Install the timecode cable between the console connector panel and the SSL 
computer, balanced (stereo) 1/4” at the computer end, DL pins at the console end.. 

At the console, connect to a spare patch-point, or ‘Timecode from Machine’ jack via a 
DL. 

Eject the SSL Program and Reel disks, and any Bernoulli or ZIP cartridges. 

Turn off the computer. 

Open the connector panel of the computer, and insert the ZX card in the lower row, in 
the first available slot from the right hand side (usually slot 6, 7 or 8). 

Connect the S29E machine cable to the 26 pin connector on the ZX card. (this is 
easier done before the card is inserted). 

Connect the balanced audio cable to the 1/4" stereo connector. 

If required, connect an RS422 serial cable to the 9 pin connector. 

If required, connect Video Sync to the BNC connector. 

Close the rear panel of the computer, turn on, insert the SSL program disk and reboot. 
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Step 2: Software configuration 


In the following instructions, the use of BOLD characters after the instruction type indicate 


SSL QWERTY key sequences. The addition of ‘QUOTATION’ marks after the instruction 
press indicates SSL command keys. 


1. Make acopy of the program disk - press 'COPY' and type ALL and follow the on screen 

directions. 

Reboot the computer using the new copy of the program disk. 

3. Type SSL, press 'EXECUTE' and after the prompt, type 41@@ - the computer should 
respond: OK Berno, you pass, but don't do nothin’ funny. 

4. Press 'SETUP' & ‘EXECUTE’, and after the prompt Do you want to see more? . 


nN 


0:00.00 
Do you Want to see more? 
MENU -- G4.01 

SSL Console : 4000E 
Total Recall VES 
Synchroniser controller YES 
Master transport selector : VES 
Events controller : NO 
ADR ; NO 
Effects controller : NO 
Programmable Equaliser : NO 
Printer : NO 

Master tape machine is Z# DIRTUAL 


5. type # (shift 3). You are now in the SSL engineer setup page, and should 
take _care not to make any alterations other than those now detailed. ANY 
accidental changes could severely effect the operation of your computer. 
Below _is a typical setup for a 4000 series console. It is recommended that 
you_makea note of all current settings before making any changes. 
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SSL setup Page 0:60.00 


Move cursor to items, then 
type changes 


SSL Console 4000 
Console type G 
20Mb data cartridge NO 
Mini Floppies NO 
Processor/memory type 2 
Total Recall YES 
Moving faders NO 
Synchroniser controller 3 
Master transport selector YES 
Events controller NO 
ADR NO 
Programmable Equaliser NO 
Effects controller NO 
Printer NO 
Calender Clock YES 


Type END when finished 


Scroll down the menu items using the cursor keys to Synchroniser Controller and 
change the entry to: 3 

Scroll down again to Master transport selector and change the entry to YES. 

Press 'END' twice, and then type BEGIN and press 'EHECUTE'. The computer should now 
be rebooting. 

Once the computer has rebooted, press 'SETUP' & 'EHECUTE' and after the prompt, type 
M to enter the maintenance menu. 


Maintenance Menu Page 0:00.00 
Type a key 
C Console options 
T Tape machines 
M Master machine details 
setup Total Recall 
Sync MTS/Synchroniser 
S Misc. sync options 
END To complete setup process 
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10. Type T to enter the Tape machine menu. Scroll to a machine that is no longer required 
using the cursor keys, and press ‘DELETE’. After the prompt, type ¥, then type ZH 
UIRTUAL and press 'ERECUTE’. 


Choose Tape machine with 0:00.00 
cursor 


List of Tape machines 


1 ALBRECHT 9 SONY UO 5850 
2 JUC 6600 18 SONY 3324 

3 MCI JH 1 6/24 11 STUDER A8@ DU 
4 MITSUBISHI #85@ 12 STUDER A810 

3S OTARI DIR 980 13 STUDER A8BO III 
6 OTARI MTR 10/12 14 STUDER A820 

7 OTARI MTR 96 II 15 SPARE MACHINE 
8 SONY BUU 8 68 16 Zk UDIRTUAL 


Type in a new name to add machine 


EH makes machine master 
DEL deletes a machine 
END for no changes 


11.Press 'EHECUTE', and Modify the machine parameters to those shown below by scrolling 
down and entering the new values. When complete, press ‘END’. 


flutolocate type 2 
Autolocate decision interval 0.01 
Forward direction sense (L/H) LOW 
Multi play speeds ? NO 
Pulses per second at 15 ips or 

at std. play speed FRAME 
Target window 1.00 
Drop-out command type 1 
Drop-in command type 1 
Time for machine to startup 2.00 
Time before sure tape stopped 2.00 
Pessimism factor (fwd) 18 
Pessimism factor (bkwd) | 18 
Short locate time (secs) | 2 
Max stopping distance (secs) 30 
Frames to stop from play 10 
Frame jog card fitted NO 
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12.Press 'SYNC' to enter the Synchroniser menu page. 


Sync Menu Page 0:00.00 


Type a key 


I Synchroniser Interface 


setup Machine setup 
sync Synchroniser options 
END To complete setup process 


13. Type I to enter the Synchroniser Interface. Set the Z8 interface no. to 2, and 
press 'END'. 


Sync Interface Page 0:00.00 


Move cursor to items, then 
type changes 


Z8 interface no. 


Type END when finished 
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14.Press 'SETUP' to enter the Machine setup page, and using the machine ID number 
chosen in the Tape machine menu, enter this in tape machine A and B. Press 'END' 
when complete. 


Machine setup page 0:00.00 
Machine Menu 
Name No. 
ZH UDIRTU 16 
Zk 9 PIN 16 


Reel timecodes from machine A 
Type SETUP to assign timecodes from 
machine to reel 
Type END to finish 


15.Press 'SYNC' to enter Synchroniser options. Set the options as shown below. Press 
‘END’ when complete. 


Synchroniser: Lynx 8:00.00 


Move cursor to items, then 
type changes 


Maximum number of masters 2 

Offsets may be read from 

synchroniser NO 

Single machine mode YES 
Timecode generation YES 


Type END when finished 
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16.Press 'END' twice, and the computer should respond do you Want to see more? 
17.Type ¥ and then § to enter the Session page. 


Session Page 0:08.00 


Move cursor to items, then 
type changes 


Timecode frames per second 
Using dropframe? 

Using UITC? 

Dispay time(1), feet(F) or 
bars(B) 

Display frames? 

Runup (preroll) time 
Default minus time 

Default plus time 
Keyboard bleep 

Load floppy reel at startup 


Type END when finished 


18.Set Timecode frames per second to your requirement. 38 (SMPTE), 25 (EBU) and 
24 (FILM) are supported. This changes the actual timecode output of the ZX. If Video 
Sync is present, it will be detected automatically, and alter the timecode output 
accordingly. Video Sync will not effect the timecode in 24 frame mode. 

19.Set Using VITC? to YES. 

20.Set RUNUP (preroll) time as required. Press 'END' when complete. 

21. Press 'SYNC' to enter the Synchroniser page. Set the options as shown below. Press 
'END' when complete. 


Synchroniser Page 0:00.08 


Move cursor to items, then 
type changes 


Synchroniser in use YES 
Resolve master machine NO 
Slow lock mode NO 
Group locates NO 


Type END when finished 


22.Press 'END' once and the computer should respond Do you want to see more? 
Press 'END' one more time to exit the setup process, and then type BEGIN and press 
‘EXECUTE’. The computer should now be rebooting. 
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Step 3: Operation 


The ZX currently has two modes of operation, either as a timecode only master, or as a serial 
9-pin only master. The method used to switch between the two modes is as follows: 


a) Type AM and press 'EXECUTE' and the ZX will be in timecode only master mode. 
b) Type BM and press 'EXECUTE' and the ZX will be in a serial 9-pin only master mode. 


The ZX will default to timecode only master mode on reboot. 


In timecode mode: 


Normal locates, i.e. ‘GOTO’, ‘PLAY’ and ‘PLAY FROM’ will all invoke an instant locate with 
burst timecode of the locate position. 


In 9-pin mode: 
Normal locates, i.e. ‘GOTO’, ‘PLAY’ and ‘PLAY FROM’ will all give a locate and cue 
command to the 9-pin device. 


Fast Forward and Rewind in both modes will operate at ten times play speed. 
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